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. 
SS his book is primarily a "monster manual" that 


provides statistics for the monsters in Ikoria, 
compatible with DuncEons & Dracons 5" 
edition. In future updates to this book, you will 
find spells, magic items, and more lore 
information for campaigns and adventures set 
in Ikoria. 


> [koriA: LAIR OF MONSTERS 


_ On Ikoria, monsters are everywhere. They come in all shapes 
and sizes, from terrifying, city-stomping behemoths to clever 
small beasts. Skysharks soar over herds of lumbering 
goriaks, winged foxes flit through crystalline forests, and 
brooding nightmare creatures emerge from the shadows to 
hunt the unsuspecting. Each possesses power beyond 
comprehension. On top of this, they are liable to mutate into 


something else entirely. 


HUMANS 


Humans are the only "civilized" species to have survived on 
Ikoria, occupying a precarious midpoint in its monstrous food 
chain. They owe their resilience to a variety of strategies that 
have allowed them to elude extinction for generations. Most 
of them choose to live inside protective sanctuaries. These 
communities range from small wilderness outposts to 
massive walled cities, and each employs a combination of 
techniques to ward off monster attacks (both physical and 
magical). 


BONDERS 

Bonders are humans that established an eludha, a deeply 
mystical bond with a monster. The eludha ties the spirit of the 
bonder and the monster together, helping them evolve and 
become stronger. Bonders are hated by the "civilized 
humans" and are considered traitors for aligning themselves 
with the monsters that threaten the human cities. Bonders 
often wear colors, clothing, or items to resemble their bonded 
monster. 


MUTAGENIC CRYSTALS 


Crystals are a natural part of Ikoria's landscapes. These 
crystal formations are not well understood by the native 
humans, but they are known to power the growth and 
evolution of monsters. Throughout a monster's lifetime, it can 
grow, warp, and change into new forms. Many of Ikoria's 
crystals flare when monsters are near, and city-dwelling 
humans have learned to utilize them as an advanced warning 
system. 
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BESTIARY 


This chapter presents a number of monsters and NPCs who 
can be found in Ikoria. The creatures in this bestiary are 
organized alphabetically. A few creatures are gathered under 
a group heading; for example, the "Elementals" section 
presents stat blocks for all of Ikoria's unique elemental 
monsters, and those stat blocks are presented alphabetically 
within that section. 


The Ikoria Creatures table below lists every creature in this 
chapter, along with that creature's type and challenge rating 


(CR). 
IKORIA CREATURES 
Creature Creature Type CR 
Aegis Turtle Beast 3 
Apex Monsters* 
Brokkos Elemental 22 
IIluna Elemental le 
Nethroi Fiend 21 
Snapdax Fiend 21 
Vadrok Elemental 17 
Archipelagore Monstrosity Ve 
Auricorn Celestial 5 
Avian Oddity Monstrosity We 
Blisperspit Gremlin Beast 1/4 
Boot Nipper Beast 1/4 
Bristling Boar Beast 1/4 
Broodmoth Beast 1/4 
Brushwagg Beast 1/4 
Capricopian Monstrosity 1/2 
Capridor Monstrosity i 
Coilbug* Beast — 
Crystacean Beast 8 
Crystalline Giant Giant 7 
Dirge Bat Beast 1/2 
Dreamtail Heron Elemental Ww 
Elementals 
Eon Frolicker Elemental 3 
Etheral Forager Elemental 8 
Frost Lynx Elemental We 
Fertilid Elemental 
Ivy Elemental Elemental 5 


* These monsters are not yet available. Please check back at. 
a later date for updates to this book. 
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Creature 

Elementals (contd.) 
Lava Serpent 
Phase Dolphin 
Pyroceratops 

Essence Symbiote 

Excavation Mole 

Farfinder 

Felidar 

Gemrazer 

Giant Fox 

Giraffid 

Gigantotherium 

Glademuse 

Glimmerbell 

Gnarr 

Goriak 

Greathorn* 

Greatshark* 

Leosaur 

Lore Drakkis 

Metamoprh* 

Moloch 

Momentum Rumbler* 

Mycodrax 

Nightmares 
Boneyard Lurker 
Cavern Whisperer 
Chittering Harvester 
Fiend Artisan 
Gloom Pangolin 
Grimdancer 
Helica Glider 
Hemophage 
Labyrinth Raptor 
Mindleecher 
Necropanther 
Slitherwisp 
Void Beckoner 


Zagoth Mamba 


Creature Type CR 
Elemental 8 
Elemental 1/8 
Elemental 5 
Monstrosity 1/8 
Monstrosity a 
Beast fe) 
Beast 3 
Monstrosity 4 
Beast 2 
Monstrosity 5 
Beast 4 
Beast 1/4 
Elemental 1/8 
Monstrosity 2 
Beast 4 
Beast 3 
Beast 5 
Monstrosity 1 
Monstrosity 4 
Monstrosity i 
Beast 5 
Beast 5 
8 Plant 
Aberration 5 
Aberration 8 
Aberration 15 
Aberration 6 
Aberration 3 
Aberration 8 
Aberration 1/8 
Aberration 

Aberration 1/4 
Aberration , 
Aberration 3 
Aberration 5 
Aberration 8 
Aberration 1/4 


Creature 
Parcelbeast* 
Patagia Tiger 
Pollywog 
Porcuparrot 


Prickly Marmoset 


Quartzwood Crasher* 


Sandwurm* 
Sawtusk* 
Serrated Scorpion 
Shoreshark 
Skyshark 
Spelleater Wolverine 
Sprite Dragon 
Starrix 
Thundermane 
Tidal Barracuda 
Tigorilla 

Titanoth Rex 
Trilobyte 
Vulpikeet 
Wolfbear 


Creature Type 
Beast 

Beast 

Beast 

Beast 

Beast 

Beast 
Monstrosity 
Beast 

Beast 

Beast 
Monstrosity 
Monstrosity 
Dragon 

Fey 
Elemental 
Monstrosity 
Monstrosity 
Monstrosity 
Beast 
Monstrosity 


Monstrosity 


* These monsters are not yet available. Please check back at 
a later date for updates to this book. 


USING A STAT BLOCK 


This chapter is a companion to the Monster Manual and 
adopts a similar presentation. Please read the introduction of 
the Monster Manual to familiarize yourself with how to read 


a stat block before proceeding. 


In this section, you will find some weapons and spellcasting 
that function in atypical ways. These exceptions are features 
of a stat block and represent how a particular creature uses 
weapons and casts spells; these exceptions have no effect for 


how weapons and spells function for someone else. 
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AEGIS TURTLE 


“THE ENDURANCE OF THE ANCIENT TURTLES IN A LAND SO HARSH MAKES A STRONG CASE FOR PATIENCE, TRANQUILITY, AND 


COMPOSURE.” 


GAVI, NEST WARDEN 


AEGIS TURTLE 


Large Beast, Unaligned 


Armor Class 17 (natural armor) 
Hit Points 75 (10d10 + 20) 
Speed 30 ft., swim 40 ft. 


STR DEX CON INT WIS CHA 
19 (+4) 10(40) 14(4+2) 2 (-4) 12 (41) 5 (-3) 


Senses darkvision 60 ft., passive Perception 11 
Languages — 

Challenge 3 (700 XP) 

Proficiency Bonus +2 


Amphibious. The turtle can breathe air and water. 


Magic Resistance. The turtle has advantage on saving 
throws against spells, and any creature making a spell 


attack against the snail has disadvantage on the attack 
roll. 


Actions 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 18 (4d6 + 4) slashing damage. 


Shell Defense. The turtle withdraws into its shell. Until it 
emerges, it gains a+4 bonus to AC and has advantage 
on Strength and Constitution saving throws. While in 
its shell, the turtle is prone, its speed is O and can't 
increase, it has disadvantage on Dexterity saving 
throws, it can't take reactions, and the only action it can 
take is a bonus action to emerge. 


ARCHIPELAGORE 


Gargantuan Monstrosity, Unaligned 


Armor Class 20 (natural armor) 
Hit Points 341 (22d20 + 110) 
Speed 20 ft., swim 40 ft. 


STR DEX CON INT WIS~ CHA 
2547) VOMG)e20065) 2 -4Mlaeel) 12 Gh 


Saving Throws Dex +6, Con +11, Wis +7 
Damage Resistances fire 

Senses darkvision 120 ft., passive Perception 11 
Languages — 

Challenge 17 (18,000 XP) 

Proficiency Bonus +6 


Amphibious. The archipelagore can breathe air and 
water. 


Legendary Resistance (3/Day). \f the archipelagore fails a 
saving throw, it can choose to succeed instead. 


Siege Monster. The archipelagore deals double damage 
to objects and structures. 


Actions 


Multiattack The archipelagore makes three attacks: one 


with its Bite and two with its Claws. 


Bite. Melee Weapon Attack: +17 to hit, reach 20 ft., 
one target. Hit: 26 (3d12 + 7) piercing damage. 


er Svetlin Velinov 
@velinov, 


Claws. Melee Weapon Attack: +17 to hit, reach 20 ft., 
one target. Hit: 16 (2d8 + 7) force damage. 


Water Spray (Recharge 5-6). The archipelagore exhales a 
powerful stream of water in a 90-foot cone. Each 
creature in that area must make a DC 18 Strength 
saving throw. A creature takes 33 (6d10) bludgeoning 
damage on a failed save, or half as much damage on a 
successful one. A creature that fails the save by 5 or 
more is knocked prone. 


Bonus Actions 


Tidal Wave (Recharge 6). While in water, the 
archipelagore creates a wave of water that extends 
from itself. The wave is up to 250 feet long, up to 250 
feet tall, and up to 50 feet wide. On initiative count 20, 
the wave, along with any creatures in it, moves 50 feet 
away from the archipelagore. The wave dissapears after 
moving 250 feet. 

When the wave appears in or enters a creature's 
space, that creature must make a DC 25 Strength 
saving throw. On a failed save, a creature takes 45 
(7d12) bludgeoning damage and is knocked prone. On 
a successful save, a creature takes half as much damage 
and isn't knocked prone. Vehicles also take the damage 
if they are in the wave. 

A creature caught in the wave can move through it 
by swimming. 


Retract. The archipelagore withdraws into its shell. Until 
it emerges, it gains a+4 bonus to AC and has 
advantage on Strength and Constitution saving throws. 
While in its shell, the archipelagore is prone, its speed 
is O and can't increase, it has disadvantage on Dexterity 
saving throws, it can't take reactions, and the only 
action it can take is a bonus action to emerge. 
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AURICORN 
Large Celestial, Typically Neutral 


Armor Class 12 
Hit Points 67 (9d10 + 18) 
Speed 50 ft. 


STR DEX CON INT WIS CHA 
18 (44) 14 (42) 15 (42) 11 (+0) 17 (43) 16 (+3) 


Damage Immunities poison 

Condition Immunities charmed, paralyzed, poisoned 
Senses darkvision 60 ft., passive Perception 13 
Languages understands Common but can't speak 
Challenge 5 (1,800 XP) 

Proficiency Bonus +3 


Magic Resistance. The auricorn has advantage on saving 
throws against spells and other magical effects. 


Magic Weapons. The auricorn's weapon attacks are 
magical. 


Vigilant. The auricorn can't be surprised while it isn't 
incapacitated. 


Actions 


Multiattack. The auricorn makes two attacks: one with 
its Hooves and one with its Horn. 


Hooves. Melee Weapon Attack: +7 to hit, reach 5 ft., 
one target. Hit: 11 (2d6 + 4) bludgeoning damage. 


Horn. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 8 (1d8 + 4) piercing damage. If the auricorn 
moved at least 20 feet straight toward the target 
immediately before the hit, the target takes an extra 9 
(2d8) piercing damage and must succeed on a DC 15 
Strength saving throw or be knocked prone if it is a 
creature. 


Healing Touch (3/Day). The auricorn touches another 
creature with its horn. The target magically regains 11 
(2d8 + 2) hit points. In addition, the touch removes all 
diseases and neutralizes all poisons afflicting the target. 


Legendary Actions 


The auricorn can take 3 legendary actions, choosing 
from the options below. Only one legendary action can 
be used at a time and only at the end of another 
creature's turn. The auricorn regains spent legendary 
actions at the start of its turn. 


Hooves. The auricorn makes one attack with its hooves. 


Heal Self (Costs 3 Actions). The auricorn magically 
regains 11 (2d8 + 2) hit points. 
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AVIAN ODDITY 


Large Monstrosity, Unaligned 


Armor Class 12 

Hit Points 26 (4d10 + 4) 
Speed 5 ft., fly 60 ft. 
AVIAN ODDITY 


The avian oddity appears to be a mutated amalgam of birds. STR DEX CON INT WIS CHA 
It has a central face and beak, but is surrounded bya 
plethora of wings, many of which are not orientated properly; 
how the oddity achieves flight is a mystery. 


10 (+0) 14 (+2) 12 (41) 2 (-4) 10(4+0) 6 (-2) 


Senses passive Perception 10 
Languages — 

Challenge 1/2 (100 XP) 
Proficiency Bonus +2 


Flyby. The oddity doesn't provoke opportunity 
attacks when it flies out of an enemy's reach. 


Keen Hearing and Sight. The oddity has advantage on 
Wisdom (Perception) checks that rely on hearing or 
sight. 


Actions 
. Peck. Melee Weapon Attack: +4 to hit, reach 5 ft., 
e. . one target. Hit: 7 (1d10 + 2) piercing damage. 


Mas epee Fly (1/day). The oddity casts fly on a willing ally 
within 30 of it. i 
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BLISTERSPIT GREMLIN 
Small Beast, Unaligned 


Armor Class 14 
Hit Points 7 (2d6) 
Speed 30 ft 


STR DEX CON INT WIS'~ CHA 
8 (-1) 14(+2) 10(4+0) 3 (-4) 13 (+1) 8(¢-1) 
Skills Stealth +6 
Senses darkvision 60 ft., passive Perception 9 
Languages — 
Challenge 1/4 (50 XP) 
Proficiency Bonus +2 


ES rr -- — —= 
Nimble Escape. The gremlin can take the Disengage 
or Hide action as a bonus action on each of its 
turns. 


Actions 


Claws. Melee Weapon Attack: +4 to hit, reach 5 ft., 


one target. Hit: 5 (1d6 + 2) slashing damage. 


Blisterspit. Ranged Weapon Attack: +4 to hit, range 
80/320 ft., one target. Hit: 5 (1d6 + 2) fire damage. 
A flammable object hit by this attack ignites if it 
isn't being worn or carried. 
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GREMLIN COMPANIONS 
Blisterspit Gremlins can be a character's 
companion in the following ways: 


Ranger's Companion. A Beast Master ranger can 
choose a blisterspit gremlin as Ranger's 
Companion. 
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Boot NIPPER COMPANIONS 


Boot Nippers can be a character's companion in 
the following ways: 


Pact of the Chain. When a warlock with the Pact of 
the Chain pact boon casts find familiar, they can 
choose a boot nipper as a special form for their 
familiar. 

Ranger's Companion. A Beast Master ranger can 
choose a boot nipper as Ranger's Companion. 


ay 
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BooT NIPPER 


Tiny Beast, Unaligned 


Armor Class 13 (natural armor) 
Hit Points 10 (3d4 + 3) 
Speed 30 ft. 


STR DEX CON INT WIS’ CHA 
G2 TA (42 eal. Suen ee(-4) 9 1), es) 


Senses darkvision 30 ft., passive Perception 9 
Languages — 

Challenge 1/4 (50 XP) 

Proficiency Bonus +2 

Regeneration. The nipper regains 5 hit points at the 
start of its turn if it has at least 1 hit point. 


Actions 


Multiattack. The nipper makes two attacks with its 
Bite. 


Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one creature. Hit: 1 piercing damage plus 4 (1d4 + 
2) poison damage. 


BRISTLING BOAR 
Medium Beast, Unaligned 


Armor Class 11 (natural armor) 
Hit Points 11 (2d8 + 2) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 


13 (1) 11 (40) 121) 2(¢4) 9(-1) 5 (3) BRISTLING BOAR 


Senses passive Perception 9 ee 
Languages — 

Galen 1/4 (50 XP) BRISTLING BOAR COMPANIONS 

Proficiency Bonus +2 Bristling Boars can be a character's companion in 


the following ways: 


Charge. If the boar moves at least 20 feet straight 
toward a target and then hits it with a tusk attack on 
the same turn, the target takes an extra 3 (1d6) 
slashing damage. If the target is a creature, it must 
succeed on aDC 11 Strength saving throw or be a i at 


knocked prone. 


Ranger's Companion. A Beast Master Ranger can 
choose a bristling boar as a Ranger's Companion. 


Prickly. A creature that touches the boar or hits it 
with a melee attack while within 5 feet of it takes 3 
(1d6) piercing damage. 

Relentless (Recharges after a Short or Long Rest). \f 
the boar takes 7 damage or less that would reduce it 
to O hit points, it is reduced to 1 hit point instead. 


Actions 


Tusk, Melee Weapon Attack: +3 to hit, reach 5 ft., 
one target. Hit: 4 (1d6 + 1) slashing damage. 
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BROODMOTH a 


Large Beast, Unaligned 


Armor Class 12 a 
Hit Points 19 (3d10 + 3) 
Speed 5 ft., fly 60 ft. 


BROODMOTH STR DEX CON INT WIS’ CHA 


IT SOARS THROUGH CURRENTS OF MOONBEAMS TO GIVE Vy 1) 1502) 12,4 10 QMS (+1). 10(+0) 
HOPE TO THE FORSAKEN. a a * 


Skills Perception +5, Stealth +4 
Senses blindsight 60 ft., passive Perception 15 
Languages — 

Challenge 1/4 (50 XP) 

Proficiency Bonus +2 


Flyby. The broodmoth doesn't provoke opportunity 
attacks when it flies out of an enemy's reach. 


Actions 


Proboscis. Melee Weapon Attack: +3 to hit, reach 5 
ft., one target. Hit: 4 (1d6 + 1) slashing damage. 


Call Brood (1/day). The broodmoth telepathically 
calls its brood, which uses the statistics for a swarm 
of wasps. The swarm arrives in 1d4 rounds, acting as 
allies of the broodmoth and obeying its telepathic 
: commands. If the broodmoth dies, the swarm 
disperses. 
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BRUSHWAGG BRUSHWAGG COMPANIONS 
LAUGHED AT THE BRUSHWAGG A Beast Master ranger can choose a brushwagg as 


Ranger's Companion. 


? 
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BRUSHWAGG Actions 
Tiny Beast, Unaligned 


Te ee Ee a 


Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one 
creature. Hit: 2 (1d4) piercing damage, or 5 (2d4) 


Armor Class 13 (natural armor) piercing damage while under the effect of Enlarge. 
Hit Points 2 (1d4) . jae Pie 
Speed 30 ft. Bramble Ball. The brushwagg withdraws into its 


brambles. Until it emerges, it gains a+4 bonus to AC, it 

has advantage on Strength and Constitution saving 

STR DEX CON INT WIS CHA throws, and it can move along the ground by rolling 
with a speed of 40 feet. While in its brambles, the 

Ba) eONO) IMAGO) 3 ea) ieee (0) (3) brushwagg has disadvantage on Dexterity saving 

throws, it can't take reactions, and the only action it can 


Skills Perception +3, Stealth +5 take is a bonus action to emerge. 
Senses passive Perception 13 , 
Languages — Bonus Actions 


Challenge 1/4 (50 XP) 


Proficiency Bonus +2 Mighty. For 1 minute, the brushwagg magically 


increases in size. While enlarged, the brushwagg is 
Large, doubles its damage dice on Strength-based 


Brambly Body. A creature that touches the brushwagg weapon attacks (included in the attacks), makes 

or hits it with a melee attack while within 5 feet of it Strength checks and Strength saving throws with 
takes 2 (1d4) piercing damage. At the start of each of advantage, and gains 10 (4d4) temporary hit points. If 
its turns, the brushwagg deals 2 (1d4) piercing damage the brushwagg lacks the room to become Large, it 


to any creature grappling or grappled by it. attains the maximum size possible in the space 
available. 


CAPRICOPIAN 


Medium Monstrosity, Unaligned 


Armor Class 13 (natural armor) 
Hit Points 16 (3d8+3) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 
12 (41) 10(40) 12 (+1) 2 (-4) 10(4+0) 5 (-3) 


Senses passive Perception 10 
Languages — 

Challenge 1/2 (100 XP) 
Proficiency Bonus +2 


Charge. If the capricopian moves at least 20 feet 
straight toward a target and then hits it with a ram 
attack on the same turn, the target takes an extra 2 
(1d4) bludgeoning damage. 


Me Nicholas Gregory 
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If the target is a creature, it must succeed on aDC 10 
Strength saving throw or be knocked prone. 


Multiple Heads. The capricopian can't be surprised, and 
it has advantage on saving throws against being 
blinded, charmed, deafened, frightened, stunned, and 
knocked unconscious. 


Reactive. The capricopian has two extra reactions that 
can be used only for opportunity attacks. 


Sure-footed. The capricopian has advantage on Strength 
and Dexterity saving throws made against effects that 
would knock it prone. 


Wakeful. While the capricopian sleeps, at least one of 
its heads is awake. 


Actions 
Multiattack. The capricopian makes three ram attacks. 


Ram. Melee Weapon Attack: +3 to hit, reach 5 ft., one 
target. Hit: 4 (1d6 + 1) bludgeoning damage. 
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CAPRIDOR 


Large Monstrosity, Unaligned 


Armor Class 1 3 
Hit Points 26 (4d10 + 4) 
Speed 40 ft., fly 80 ft. 


STR DEX CON INT WIS CHA 
16 (+3) 17 (+3) 13 (+1) 2 (-4) 14 (+2) 10 (+0) 


Skills Perception +4 
Damage Immunities lightning 


Senses passive Perception 14 CAPRIDOR 

Languages — 

Challenge 1 (200 XP) AFTER A DISASTROUS DAY OF BATTLE, LAVABRINK’S 
Proficiency Bonus +2 LIGHTNING MAGES WERE RECALLED. 


Charge. If the capridor moves at least 20 feet 
straight toward a target and then hits it with a Ram 
attack on the same turn, the target takes an extra 3 
(1d6) bludgeoning damage. If the target is a 
creature, it must succeed on aDC 10 Strength 
saving throw or be knocked prone. 


Lightning Absorption. Whenever the capridor is 
subjected to lightning damage, it takes no damage 
and regains a number of hit points equal to the 
lightning damage dealt. 


Actions 


Multiattack. The capridor makes two attacks: one 
with its Ram and one with its Talons. 


Ram. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 6 (1d6 + 3) bludgeoning damage. 


Talons. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 10 (2d6 + 3) slashing damage. 


CRYSTACEAN 


IT LOVES BLENDING INTO ITS ENVIRONMENT, AMBUSHING 
PREY, AND LONG SCUTTLES ON THE BEACH. 


CRYSTACEAN 


Huge Beast, Unaligned 


Armor Class 15 (natural armor) 
Hit Points 161 (14d12 + 70) 
Speed 30 ft., swim 30 ft. 


STR DEX CON INT WIS CHA 
20 (+5) 15 (+2) 20(4+5) 1(-5) 9(-1) 3 (-4) 


Skills Stealth +5 

Senses blindsight 30 ft., passive Perception 9 
Languages — 

Challenge 8 (3,900 XP) 

Proficiency Bonus +3 


Amphibious. The crystacean can breathe air and 
water. 


Blend In. The crystacean has chitin that changes 
color to match its surroundings, giving it advantage 
on Dexterity (Stealth) checks. 


Actions 


Claw. Melee Weapon Attack: +9 to hit, reach 10 ft., 
one target. Hit: 27 (4d10 + 5) bludgeoning damage, 
and the target is grappled, escape DC 14. The 
crystacean has two claws, each of which can grapple 
only one target. 


CRYSTALLINE GIANT 


Huge Giant, Neutral 


Armor Class 13 (natural armor) 
Hit Points 126 (11d12 + 55) 
Speed 40 ft. 


STR DEX CON INT’ WIS’ CHA 
2346) TONE?) 420 (45) 1Ode0). 12 .G 1)09IC1) 


Saving Throws Dex +5, Con +8, Wis +4 

Skills Athletics +12, Perception +4 

Senses darkvision 60 ft., passive Perception 14 
Languages Giant 

Challenge 7 (2,900 XP) 

Proficiency Bonus +3 


Immutable Form. The giant is immune to any spell or 
effect that would alter its form. 


Magic Resistance. The giant has advantage on saving 
throws against spells and other magical effects. 


Regeneration. The giant regains 10 hit points at the 
start of its turn if it has at least 1 hit point. 


Vigilant. The giant can't be surprised while it isn't 
incapacitated. 

Actions 

Multiattack. The giant makes two Fist attacks. 

Fist. Melee Weapon Attack: +9 to hit, reach 15 ft., 
one target. Hit: 16 (3d6 + 6) bludgeoning damage. 


Rock. Ranged Weapon Attack: +9 to hit, range 
60/240 ft., one target. Hit: 28 (4d10 + 6) 
bludgeoning damage. If the target is a creature, it 
must succeed ona DC 17 Strength saving throw or 
be knocked prone. 


Bonus Actions 


nothing is holding it aloft. 


Limited Flight (3/day). The giant flies up to 40 feet. If 
> it is in the air at the end of this movement, it falls if 


CRYSTALLINE GIANT 


The crystalline giants are enigmatic figures that appear to be 
entirely composed of Ikoria's mutating crystals. Despite this, 
they don't seem to mutate themselves, instead having a wide 
array of abilities that are often the result of mutations, 
without ever changing their appearance or number of limbs. 


Yer Paul Scott Canavan 
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DIRGE BAT 
Large Beast, Unaligned 


Armor Class 13 ; 
Hit Points 22 (4d 10) 
Speed 10 ft., fly 60 ft. 


STR DEX CON _ INT WIS CHA 
15 (+2) 16 (+3) 11 (40) 2 (-4) 12 (+1) 6 (-2) 


DIRGE BAT Senses blindsight 60 ft., passive Perception 11 


A mutated bat, the dirge bat has not acquired any foreign or Languages — 
unusual abilities. It's just quite a bit bigger, and its Challenge 1/2 (100 XP) 
echolocation sonar is much, much louder. Proficiency Bonus +2 


P| ~ Echolocation. The bat can't use its blindsight while 


deafened. 


DIRGE BAT STEEDS Keen Hearing. The bat has advantage on Wisdom 


A paladin can summon a spirit in the form of a (Perception) checks that rely on hearing. 
dirge bat using the find greater steed spell, which 
appears in Xanathar's Guide to Everything. Actions 
——_..0n Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., 


one creature. Hit: 9 (2d6 + 2) piercing damage. 


Shattering Dirge. The bat screeches a wave of 
concussive sound in a 30-foot cone. Each creature 
in that area must make a DC 11 Constitution saving 
throw. A creature takes 9 (2d8) thunder damage on 
a failed save, or half as much damage ona 
successful one. A creature made of inorganic 
material such as stone, crystal, or metal has 
disadvantage on this saving throw. A nonmagical 
object that isn't being worn or carried also takes the 
damage if it's in the area. 
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DREAMTAIL HERON 
Large Elemental, Unaligned 


Armor Class 10 
Hit Points 22 (3d10 + 6) 
Speed 10 ft., fly 60 ft. 


STR DEX CON INT’ WIS’ CHA 
U5 (2 me ROMO)" 15 G2 (4) 12 (1) 7 42) 


Skills Perception +3, Stealth +2 
Senses passive Perception 13 
Languages — 

Challenge 1 (200 XP) 
Proficiency Bonus +2 


Dreamtail. When the heron flies out of an enemy's 
reach, its tries to put the enemy under a magical 
slumber. The enemy must succeed on a DC 12 
Constitution saving throw or fall unconscious for 1 
minute, until it takes damage, or until someone uses 
an action to shake or slap the sleeper awake. At the 
end of each of its turns, the sleeper repeats the 
Constitution saving throw, waking up on a success. 


Flyby. The heron doesn’t provoke opportunity 
attacks when it flies out of an enemy’s reach. 
Keen Sight. The heron has advantage on Wisdom 
(Perception) checks that rely on sight. 


Actions 


Multiattack. The heron makes two attacks with its 


Beak. 


Beak. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 7 (2d4 + 2) piercing damage. 
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DREAMTAIL HERON 


The dreamtail heron soars through the skies of Ikoria, 
leaving behind a starry wave of arcane energy as it flies. This 
energy is known to induce sleep in humans, and upon waking 
they often tell of wild and vivid dreams. 


ELEMENTALS 


The elemental clade of Ikoria is dominant throughout Ketria, 
but can be encountered most anywhere that isn't dominated 
by humans and progress. The elementals are typically aloof, 
rather than malicious or harmful. Many bear the mutagenic 
crystals common in the plane in their skin or hide. 


EON FROLICKER 


The eon frolicker appears as a large, flying otter, and can 
often be seen feasting on the mutating crystals throughout 
Ikoria. Though it is a member of the elemental clade, it 


seems to be connected to time, rather than a natural element. 


EON FROLICKER 


Large Elemental, Unaligned 


Armor Class 15 (natural armor) 
Hit Points 51 (6d10+18) 
Speed 40 ft., fly 40 ft. 


STR DEX CON INT WIS CHA 
11 (+0) 18 (+4) 14 (42) 4(-3) 12 (41) 5 (-3) 


Skills Perception +3 

Senses passive Perception 13 
Languages — 

Challenge 3 (700 XP) 
Proficiency Bonus +2 


Actions 


Mulktiattack. The frolicker makes two attacks with its 


Bite. 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 18 (4d6 + 4) piercing damage. 


Stop Time (Recharge 6). The frolicker casts time stop 
on itself and one other creature it can see within 30 
feet of it. 
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ETHEREAL FORAGER 


Gargantuan Elemental, Unaligned 


Armor Class 13 (natural armor) 


Hit Points 189 (14d20 + 42) '" A 
Speed 0 ft., fly 60 ft., swim 30 ft. . : 
STR DEX CON INT WIS CHA 
26 (+8) 8(-1) 17 (43) 3 (-4) 12 (+1) 5 (3) 
—EeEeEe—————————————— 
Senses blindsight 120 ft., passive Perception 11 
Languages — 
Challenge 8 (3,900 XP) 
Proficiency Bonus +3 
| Css == 
ETHEREAL FORAGER 


Echolocation. The forager can't use its blindsight 
while deafened. The ethereal forager is another flying elemental that appears 
as a water-borne beast; a whale, to be precise. It feeds on 
birds and flying dinosaurs by opening its massive jaws and 
flying right into them. Despite its size, it is one of the most 
Action S peaceful elemental creatures. 


Keen Hearing. The forager has advantage on Wisdom 
(Perception) checks that rely on hearing. 


Multiattack. The forager makes two attacks: one with 
its Bite and one with its Tail. 


Swallow. Melee Weapon Attack: +11 to hit, reach O 
ft., one Large or smaller creature. Hit: The creature is 
swallowed by the forager. A swallowed creature has 
total cover against attacks and other effects outside 
the forager, and it takes 13 (3d8) acid damage at 
the start of each of the forager's turns. If the forager 
takes 30 damage or more on a single turn from a 
creature inside it, the forager must succeed on a DC 
16 Constitution saving throw at the end of that turn 
or regurgitate all swallowed creatures, which fall 
prone in a space within 10 feet of the whale. If the 
forager dies, it likewise regurgitates a swallowed 
creature. 


Tail Melee Weapon Attack: +11 to hit, reach 15 ft., 
: one target. Hit: 18 (3d6 + 8) bludgeoning damage. ® 
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FrRosT LYNx 


Small Elemental, Unaligned 


Armor Class 12 
Hit Points 28 (8d6) 
Speed 50 ft., climb 40 ft. 


14 (+2) 15 (+2) 10(4+0) 3 (-4) 14(42) 7 (-2) 


a 
STR DEX CON INT WIS CHA |r 
+ 


Skills Perception +4, Stealth +6 
Damage Vulnerabilities fire 
Damage Immunities cold 


Frost Lynx Senses passive Perception 14 
Languages — 

IF YOU FEEL A STRANGE CHILL WITHIN THE TEMPERATE Challenge 1/2 (100 XP) 

QUARTZWOOD, LOOK UP. Proficiency Bonus +2 


| se 
Cold Aura. Any creature that starts its turn within 5 
feet of the lynx takes 2 (1d4) cold damage. Water 
within 5 feet of the lynx (not including water-based 
creatures) freezes to a depth of 6 inches. Creatures 
that were swimming on the surface of frozen water 
are trapped in the ice. A trapped creature can use an 
action to make a DC 12 Strength check to break 
free. 


Keen Smell The lynx has advantage on Wisdom 
(Perception) checks that rely on smell. 


Pounce. |f the lynx moves at least 20 feet straight 
toward a creature and then hits it with a Claw attack 
on the same turn, that target must succeed on a DC 
12 Strength saving throw or be knocked prone. If 
the target is prone, the lynx can make another Claw 
attack against it as a bonus action. 


Actions 


Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 5 (1d6 + 2) cold damage. 


Ye Nicholas Gregory 
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. FERTILID 


Medium Elemental, Unaligned ms 


Armor Class 16 (natural armor) 
Hit Points 52 (8d8+16) 
Speed 40 ft. 


STR DEX CON INT WIS CHA FERTILID 
10 (+0) 12 (+1) 11 (40) 2 (-4) 18 (44) 6 (-2) 


The fertilid appears as cervine plant creature, brimming with 
green energy. It is connected to nature and natural magic, 


Skills Perception a) Stealth +3 and despite its lack of predatory features, it is known to 
Senses passive Perception 14 defend forests against humans. 
Languages — 


Challenge 2 (450 XP) 
Proficiency Bonus +2 


Actions 


Ram. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 8 (1d8 + 4) bludgeoning damage. If 
the fertilid moved at least 20 feet straight toward 
the target immediately before the hit, the target 
takes an extra 9 (2d8) bludgeoning damage and 
must succeed on a DC 13 Strength saving throw or 
be knocked prone if it is a creature. 


Spelicasting. The fertilid casts one of the following 
spells requiring no material components, using 
Wisdom as the spellcasting ability (spell save DC 
14): 


2/day each: entangle, pass without trace, plant 
growth 
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~ Ivy ELEMENTAL 


Large Elemental, Neutral 


+ Armor Class 17 (natural armor) 
Hit Points 126 (12d10 + 60) 
Speed 30 ft., climb 30 ft. 


STR DEX CON INT WIS’ CHA 
20.5) enc |) 20 (45) moma) 110 (40) 5 23) 


Damage Vulnerabilities fire 
Ivy ELEMENTAL Damage Resistances bludgeoning, piercing, and 
slashing from nonmagical attacks 
Damage Immunities poison 
Condition Immunities exhaustion, paralyzed, 
petrified, poisoned, unconscious 
Senses darkvision 60 ft., passive Perception 10 
Languages Terran 
Challenge 5 (1,300 XP) 
Proficiency Bonus +3 
ne 
Timberwalk. The elemental can move across difficult 
terrain made of plants and undergrowth without 
expending extra movement. While doing so, the 
elemental doesn't disturb the material it moves 
through. 


FOR SAFETY REASONS, THE KEEPING OF HOUSEPLANTS 
WITHIN IKORIA’S SANCTUARIES IS HEAVILY DISCOURAGED. 


Actions 
Multiattack. The elemental makes two Vine attacks. 


Vine. Melee Weapon Attack: +8 to hit, reach 10 ft., 
one target. Hit: 14 (2d8 + 5) bludgeoning damage. 
If the target is a creature, it is grappled (escape DC 
15). Until the grapple ends, the target is restrained. 
The elemental has four vines, each of which can 
grapple one target. 
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LAVA SERPENT 
Huge Elemental, Unaligned! 


Armor Class 16 (natural armor) 
Hit Points 123 (13d12 + 39) 
Speed 10 ft., swim 40 ft. 

E — = —— = = = = = 


STR DEX CON INT WIS CHA 
19 (+4) 12 (41) 17 (43) 5 (-3) 13 (41) 10 (+0) 


Saving Throws Str +7, Con +6 

Skills Perception +4, Stealth +4 

Damage Immunities fire, poison 

Condition Immunities poisoned 

Senses darkvision 120 ft., passive Perception 14 
Languages Common, Draconic 

Challenge 3 (3,900 XP) 

Proficiency Bonus +3 


Amphibious. The lava serpent can breathe air and lava. 


Heated Body. A creature that touches the lava serpent 
or hits it with a melee attack while within 5 feet of it 

takes 5 (1d10) fire damage. At the start of each of its 
turns, the lava serpent deals 5 (1d10) fire damage to 

any creature grappling or grappled by it. 
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Actions 


Multiattack. The lava serpent makes one Bite attack and 


one Constrict or Tail attack. 


Bite. Melee Weapon Attack: +7 to hit, reach 10 ft., one 
target. Hit: 15 (2d10 + 4) piercing damage plus 5 
(1d10) fire damage. 


Constrict. Melee Weapon Attack: +7 to hit, reach 20 ft., 
one creature. Hit: 22 (4d8 + 4) bludgeoning damage. If 
the target is Large or smaller, it is grappled (escape DC 

15). Until this grapple ends, the target is restrained, and 
the lava serpent can't constrict another target. 


Tail. Melee Weapon Attack: +7 to hit, reach 15 ft., one 
target. Hit: 9 (1d10 + 4) fire damage. If the target is a 
creature, it must succeed on a DC 15 Strength saving 
throw or be pushed up to 20 feet away and knocked 
prone. 


Fire Breath (Recharge 5-6). The lava serpent exhales fire 
in a 30-foot cone. Each creature in that area must make 
a DC 14 Constitution saving throw, taking 38 (7d10) 
fire damage on a failed save, or half as much damage on 
a successful one. 
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PHASE DOLPHIN 


Large Elemental, Unaligned 


Armor Class 12 (natural armor) 
Hit Points 11 (2d10) 
Speed 0 ft., swim 60 ft. 


PHASE DOLPHIN STR DEX CON INT WIS CHA 
“YOU'VE NEVER HAD TO TRUST YOUR BREATH TO AN i ag) PON OY OMe mea (hl) 72} 
INHUMAN CREATURE WHO COULD CRUSH YOU AT ITS WHIM, 
AND | TRULY FEEL SORRY FOR YOU.” 


Skills Perception +3 

Senses blindsight 60 ft., passive Perception 13 
Languages — 

Challenge 1/8 (25 XP) 

Proficiency Bonus +2 


—EAGAN, SEABONDER 


0 


Hold Breath. The dolphin can hold its breath for 20 


PHASE DOLPHIN STEEDS minutes. 
A paladin can summon a spirit in the form of a : 
phase dolphin using the find greater steed spell, Actions 


which appears in Xanathar's Guide to Everything. Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., 


~~ one target. Hit: 5 (1d6 + 2) bludgeoning damage. If 
the dolphin moved at least 30 feet straight toward 
the target immediately before the hit, the target | 
r, takes an extra 3 (1d6) bludgeoning damage. 


Bonus Actions 


Ethereal Jaunt. The dolphin and any willing creature | ; 
se touching it magically shift from the Material Plane 
‘i ee to the Ethereal Plane, or vice versa. While on the ; 
; Ethereal plane, the dolphin has a flying speed of 60 
a big feet. 


PYROCERATOPS 


Huge Elemental (Dinosaur), Unaligned 


Armor Class 13 (natural armor) 
Hit Points 95 (10d12 + 30) 
Speed 50 ft. 


STR DEX CON INT’ WIS’ CHA 
Que) 9-1) 17 3) 2,64 oll (+0)" 5.63) 


Senses passive Perception 10 
Languages — 

Challenge 5 (1,800 XP) 
Proficiency Bonus +3 


Trampling Charge. |f the pyroceratops moves at least 
20 feet straight toward a creature and then hits it 
with a Gore attack on the same turn, that target 
must succeed on a DC 13 Strength saving throw or 
be knocked prone. If the target is prone, the 
pyroceratops can make one Stomp attack against it 
as a bonus action. 


Actions 


Gore. Melee Weapon Attack: +9 to hit, reach 5 ft., 


one target. Hit: 24 (4d8 + 6) piercing damage. 


Stomp. Melee Weapon Attack: +9 to hit, reach 5 ft., 
one prone creature. Hit: 22 (3d10 + 6) bludgeoning 
damage. 
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PYROCERATOPS 


“| ALWAYS THOUGHT WIZARDS WERE SUPPOSED TO HAVE 
OWLS OR ONE-EYED CATS FOR FAMILIARS, BUT FLAMING 
DINOSAURS WORK, TOO.” 
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ESSENCE SYMBIOTE 


Tiny Monstrosity, Unaligned 


Ue | a MeN ibe name ae 0 


Armor Class 12 
ESSENCE SYMBIOTE Hit Points 10 (4d4) 
; Speed 30 ft. 
THE OZOLITH’S APPEARANCE SPAWNED A NEW ERA OF WILD 
MUTATION ON IKORIA. SOME CREATURES HUNTED 
DIFFERENT PREY, LIVED IN NEW HABITATS, AND THRIVED ON STR DEX CON _ INT WIS CHA 
MUTATION ITSELF. even 4 (20h (60) 483) 11120) 43) 


Senses darkvision 30 ft., passive Perception 10 
Languages — 

Challenge 1/8 (25 XP) 

Proficiency Bonus +2 


Actions 


Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 5 (2d4) piercing damage. 


Reactions 


Consume Mutation. |mmediately after a creature 
within 30 feet of the symbiote mutates, the 
symbiote can consume the mutation's energy. Each 
; creature within 30 feet of the symbiote must 
succeed on a DC 10 Constitution saving throw or 
take 3 (1d6) force damage. The symbiote then 
regains 3 (1d6) hit points. 
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EXCAVATION MOLE 


Large Monstrosity, Unaligned 


Armor Class 12 (natural armor) 
Hit Points 42 (5d10 + 15) 
Speed 20 ft. 


STR DEX CON INT WIS CHA 
16 (+3) 7 (-2) 16(43) 1(-5) 6(-2) 2 (-4) 


Senses blindsight 30 ft., tremorsense 30 ft., passive 
Perception 8 

Languages — 

Challenge 2 (450 XP) 

Proficiency Bonus +2 


Siege Monster. The mole deals double damage to 
objects and structures. 


Trample. The mole can move through the space of 
another creature. The first time on a turn that the 
mole enters a creature's space during this move, the 
creature must succeed on a DC 13 Strength saving 
throw or be knocked prone. 


Tunneler. The mole can burrow through solid rock at 
half its burrow speed and leaves a 5-foot-diameter 
tunnel in its wake. 


Actions 


Multiattack, The mole makes two attacks with its 


Bite. 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 10 (2d4 + 5) piercing damage. 


EXCAVATION MOLE 


IT MAKES MOLEHILLS OUT OF MOUNTAINS. 
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FARFINDER 
FARFINDER Tiny Beast, Unaligned 
“TAKE US HOME,” SHE WHISPERED, AND THE FOX’S EYES Armior Classul 4 
agg 1. CLOW: Hit Points 2 (1d4) 


Speed 30 ft., burrow 5 ft. 


STR DEX CON INT WIS CHA 
2 (-4) 16 (+3) 11 (+0) 3 (-4) 12 (+1) 6(-2) 


Skills Perception +3, Stealth +5 

Senses darkvision 60 ft., passive Perception 13 
Languages — 

Challenge 0 (0 or 10 XP) 

Proficiency Bonus +2 


Find Way. The fox can perfectly recall any path it has 
traveled. 


Keen Hearing. The fox has advantage on Wisdom 
(Perception) checks that rely on hearing. 


Actions 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one creature. Hit: 1 piercing damage. 


FELIDAR 
Large Beast, Unaligned 


Armor Class 15 (natural armor) 
Hit Points 45 (6d10 + 12) 
Speed 50 ft. 


STR DEX CON INT WIS CHA 
19 (+4) 16 (+3) 14 (+2) 6(-2) 14 (42) 10 (+0) 


= _ === ETS 
Saving Throws Str +6, Con +4 
Skills Perception +4, Stealth +5 
Senses passive Perception 14 
Languages — 
Challenge 3 (700 XP) 
Proficiency Bonus +2 
ee 
Keen Smell. The felidar has advantage on Wisdom 
(Perception) checks that rely on smell. 
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Pounce. If the felidar moves at least 20 feet straight 
toward a creature and then hits it with a claw attack on 
the same turn, that target must succeed on aDC 14 
Strength saving throw or be knocked prone. If the 
target is prone, the felidar can make one bite attack 
against it as a bonus action. 


Regeneration. The felidar regains 5 hit points at the start 
of its turn if it has at least 1 hit point. 


Running Leap. With a 10-foot running start, the felidar 
can long jump up to 25 feet. 


Actions 


Multiattack. The felidar makes four attacks: one with its 
Bite and three with its Claws. 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 8 (1d8 + 4) piercing damage. 


Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 7 (1d6 + 4) slashing damage. 


Roar. The felidar emits a magical roar. Each creature 
within 60 feet of the felidar that can hear the roar must 
succeed on a DC 12 Wisdom saving throw or be 
frightened of the felidar until the end of the felidar's 
next turn. 


Kae Svetlin Velinov 


GEMRAZER 


Large Monstrosity, Unaligned 


Armor Class 15 (natural armor) 
Hit Points 35 (9d10 + 36) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 
20 (+5) 13 (+1) 18(4+4) 2 (-4) 16 (43) 9(-1) 


Skills Perception +7 

Senses passive Perception 17 
Languages — 

Challenge 4 (1,100 XP) 
Proficiency Bonus +2 


Magic Sense. The gemrazer knows the location of every 
magic item within 120 feet of itself. 


Trample. The gemrazer can move through the space of 
another creature. The first time on a turn that the 
gemrazer enters a creature's space during this move, 
the creature must succeed on a DC 16 Strength saving 
throw or take 6 (1d12) bludgeoning damage and be 
knocked prone. 


Siege Monster. The gemrazer deals double damage to 
objects and structures. 


Actions 


Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 18 (2d12 + 5) slashing damage. 


Ram. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 14 (2d8 + 5) bludgeoning damage. If the 
gemrazer moved at least 10 feet straight toward the 
target immediately before the hit, the target takes an 
extra 9 (2d8) bludgeoning damage and must succeed 
onaDC 15 Strength saving throw or be pushed up to 
10 feet away and knocked prone if it is a creature. 


Reactions 


Raze. When the gemrazer takes damage from a melee 


attack made with a magic weapon, the gemrazer takes 
the Disarm action against the creature that made the 
attack if the creature is within 5 feet of the gemrazer. 


GIANT Fox 
Huge Beast, Unaligned 


Armor Class 14 (natural armor) 
Hit Points 42 (5d12 + 10) 
Speed 60 ft. 


STR DEX CON INT WIS CHA 
14 (42) 19 (+4) 14 (+2) 3 (-4) 14 (+2) 10 (+0) 


Skills Perception +4, Stealth +6 
Senses passive Perception 14 
Languages — 

Challenge 2 (450 XP) 
Proficiency Bonus +2 


Keen Hearing. The fox has advantage on Wisdom 
(Perception) checks that rely on hearing. 


Actions 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one prone creature. Hit: 22 (4d8 + 4) piercing 
damage. 


GIANT Fox 


“DAY 1: THESE FOX PUPS HAVE REALLY TAKEN TO ME. 
"DAY 4: Bic. So BIG. NEED ADDITIONAL SECURITY.” 


—JONALD, MISSION NATURALIST, RESEARCH NOTES 


GIRAFFID 


POACHERS USE THE HARVESTED TONGUES TO SNARE PESTS, 
PLUMB CAVES, AND SCALE TALL BUILDINGS. 


GIRAFFID 


Medium Monstrosity, Unaligned 


Armor Class 15 (natural armor) ra 
Hit Points 34 (9d8 + 45) . 
Speed 40 ft. 


STR DEX CON _ INT WIS CHA 
20 (+5) 12 (41) 20(4+5) 2 (-4) 14 (42) 8(-1) 


Skills Stealth +7 
Senses darkvision 120 ft., passive Perception 12 
Languages — 

Challenge 5 (1,300 XP) 

Proficiency Bonus +3 


Actions 
Multiattack. The giraffid makes one Gore attack and 
one Tongue attack. 


Gore. Melee Weapon Attack: +8 to hit, reach 5 ft., 
one target. Hit: 15 (3d6 + 5) piercing damage. If the 
giraffid moved at least 30 feet straight toward the 
target immediately before the hit, the target takes 
an extra 7 (2d6) piercing damage and must succeed 
on aDC 16 Strength saving throw or be pushed up 
to 10 feet away and knocked prone if it is a creature. 


Tongue. Melee Weapon Attack: +8 to hit, reach 15 
ft., one Small or smaller creature. Hit: 10 (3d6) 
necrotic damage, and the target must make a DC 16 
Strength saving throw. On a failed save, the target is 
pulled to a space within 5 feet of the giraffid and 
grappled (escape DC 16). Until this grapple ends, 
the target is restrained, and the giraffid can't attack 
another target. 
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GIGANTOTHERIUM 
Large Beast, Unaligned 


Armor Class 12 (natural armor) 
Hit Points 52 (5d10 + 25) 
Speed 50 ft. 


STR DEX CON INT WIS CHA —_ * “ae © ; - 
24 (+7) 12 (+1) 21 (45) 2 (-4) 12 (+1) 5 (-3) a 
Senses passive Perception 11 
Languages — 


Challenge 4 (1,100 XP) 
Proficiency Bonus +2 


Actions 


Ram. Melee Weapon Attack: +9 to hit, reach 5 ft., GI GANTOTHERIUM 

one target. Hit: 25 (4d8 + 7) bludgeoning damage. The hulking gigantotherium is a woodland beast that is 

If the gigantotherium moved at least 20 feet known for its appetite. It is an omnivore, and when it can't 
straight toward the target immediately before the find enough food, it has even been known to eat members of 
hit, the target takes an extra 13 (3d8) bludgeoning its own kind. Even bonders give areas with gigantotherium 
damage, and the target must succeed on a DC 16 sightings a wide berth. 

Strength saving throw or be knocked prone if it is a 

creature. 


Devour. Melee Weapon Attack: +8 to hit, reach 5 ft., 
one Medium or smaller creature. Hit: 17 (3d6 + 7) 
piercing damage, and the creature is swallowed. The 
swallowed creature is blinded and restrained, it has 
total cover against attacks and other effects outside 
the gigantotherium, and it takes 10 (3d6) acid 
damage at the start of each of the gigantotherium's 
turns. 

The gigantotherium can have only one creature 
swallowed at a time. If the gigantotherium takes 10 
damage or more ona single turn from a swallowed 
creature, the gigantotherium regurgitates the 
swallowed creatures, which falls prone in a space 
within 5 feet of the gigantotherium. If the 
gigantotherium dies, it likewise regurgitates a 
swallowed creature. 
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GLADEMUSE 


“RAGE CAN BE HEARD THROUGHOUT THE WORLD, BUT 


WISDOM COMES AT A WHISPER.” 


—RIELLE, THE EVERWISE 


GLADEMUSE 
Large Beast, Unaligned 


Armor Class 13 
Hit Points 7 (1d10 + 2) 
Speed 50 ft. 


STR DEX CON INT WIS CHA 
11,(40) 16 (43) 15 (42) 2 (-4) 14 (42) 5 (-3) 


Senses passive Perception 12 
Languages — 

Challenge 1/4 (50 XP) 
Proficiency Bonus +2 


Magic Resistance. The glademuse has advantage on 
saving throws against spells and other magical 
effects. 


Actions 


Ram. Melee Weapon Attack: +2 to hit, reach 5 ft., 


one target. Hit: 3 (1d6) piercing damage. If the 
glademuse moved at least 20 feet straight toward 
the target immediately before the hit, the target 
takes an extra 3 (1d5) bludgeoning damage. 


Muse (2/day). The unicorn touches another creature 
with its horn. The target regains one expended spell 
slot of 3rd level or lower. 
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GLIMMERBELL 
Large Elemental, Unaligned 


Armor Class 13 (natural armor) 
Hit Points 16 (3d10) 
Speed 0 ft., swim 40 ft. 


STR DEX CON INT WIS CHA 
10 (40) 15 (42) 11 (40) 2 (-4) 12 (+1) 5 (-3) 


Senses passive Perception 11 
Languages — 

Challenge 1/8 (25 XP) 
Proficiency Bonus +2 


Amphibious. The glimmerbell can breathe air and 
water. 


Actions 


Multiattack. The glimmerbell makes two Tentacle 


attacks. 


Tentacle. Melee Weapon Attack: +4 to hit, reach 5 
ft., one target. Hit: 2 (1d4) bludgeoning damage. If 
the target is a Tiny creature, it is grappled. The 
glimmerbell has four tentacles, each of which can 
grapple a target. 
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GLIMMERBELL 


“THEIR PATHS AREN’T RANDOM, BUT THEY DON’T FLOAT 
WITH THE WIND. COULD THEY BE FOLLOWING SURGES IN 


CRYSTALLINE ENERGY?” 


—NAIREH, KETRIA ELEMENTALIST 


GNARR 


Large Monstrosity, Unaligned 


Armor Class 12 
Hit Points 30 (4d10 + 8) 


Speed 50 ft. 
STR DEX CON INT WIS CHA 
19 (+4) 15 (42) 15 (+2) 3 (-4) 12(41) 8(-1) 


Skills Perception +3, Stealth +6 
Senses passive Perception 13 
Languages — 

Challenge 2 (450 XP) 
Proficiency Bonus +2 


Keen Smell The gnarr has advantage on Wisdom 
(Perception) checks that rely on smell. 
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Pack Tactics. The gnarr has advantage on an attack roll 
against a creature if at least one of the gnarr's allies is 
within 5 feet of the creature and the ally isn't 
incapacitated. 


Actions 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one 


target. Hit: 8 (1d8 + 4) piercing damage. 


Ram. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 7 (1d6 + 4) slashing damage. If the gnarr 
moved at least 20 feet straight toward the target 
immediately before the hit, the target takes an extra 4 
(1d8) bludgeoning damage and must succeed on aDC 
13 Strength saving throw or be knocked prone if it is a 
creature. The gnarr can then make one Bite attack as a 
bonus action against the target. 


Trumpet (1/day). The gnarr makes a trumpeting call to 
another gnarr, provided it is outdoors. The called gnarr 
arrives in 1d4 rounds, acts as an an ally of the gnarr, 
and can't call other gnarrs. 


¥ 


39 


9 


40 


Huge Beast, Unaligned 


Armor Class 12 (natural armor) 
Hit Points 105 (10d12 + 40) 
Speed 40 ft. 


STR DEX CON _ INT WIS CHA 
22 (+6) 7 (-2) 19 (+4) 3 (-4) 12 (+1) 11 (40) 


Senses passive Perception 11 
Languages — 

Challenge 4 (1,100 XP) 
Proficiency Bonus +2 


Trampling Charge. |f the goriak moves at least 20 
feet straight toward a creature and then hits it with a 
gore attack on the same turn, that target must 
succeed on a DC 17 Strength saving throw or be 
knocked prone. If the target is prone, the goriak can 
make one stomp attack against it as a bonus action. 


Actions 


Gore. Melee Weapon Attack: +8 to hit, reach 10 ft., 


one target. Hit: 19 (3d8 + 6) piercing damage. 


Stomp. Melee Weapon Attack: +8 to hit, reach 5 ft., 
one prone creature. Hit: 22 (3d10 + 6) bludgeoning 
damage. 


Beautiful Voice. The goriak lets out a magically 
enchanting roar. Each creature other than a goriak 
within 300 feet of the goriak that can hear it must 
succeed on a DC 10 Wisdom saving throw or be 
charmed by the goriak until the of the goriak's next 
turn. 


GORIAK 


er Dan Set 


“GORIAKS ARE AS STUBBORN AND HARDY AS I’D EXPECT OF 
A LARGE HERBIVORE IN A WETLAND HABITAT. BUT 1 NEVER 


EXPECTED THEM TO HAVE SUCH BEAUTIFUL VOICES!” 


—VIVIEN REID 
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LEOSAUR 


Large Monstrosity (Dinosaur), Unaligned 


Armor Class 12 
Hit Points 26 (4d10 + 4) 
Speed 50 ft. 


STR DEX CON INT WIS CHA 
17 (+3) 15 (42) 13 (41) 3 (-4) 12 (41) 8(-1 
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Skills Perception +3, Stealth +6 
Senses passive Perception 13 
Languages — 

Challenge 1 (200 XP) 
Proficiency Bonus +2 


Keen Smell. The leosaur has advantage on Wisdom 
(Perception) checks that rely on smell. 


Pack Tactics. The leosaur has advantage on an attack roll 
against a creature if at least one of the leosaur's allies is 
within 5 feet of the creature and the ally isn't 
incapacitated. 


Pounce. lf the leosaur moves at least 20 feet straight 
toward a creature and then hits it with a claw attack on 
the same turn, that target must succeed on a DC 13 
Strength saving throw or be knocked prone. If the 
target is prone, the leosaur can make one bite attack 
against it as a bonus action. 


Running Leap. With a 10-foot running start, the leosaur 
can long jump up to 25 feet. 


Actions 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 7 (1d8 + 3) piercing damage. 


Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 6 (1d6 + 3) slashing damage. 


Acid Spit (Recharge 5-6). The leosaur spits acidic sludge 
at one creature it can see within 15 feet of it. The 
target must make a DC 13 Dexterity saving throw. Ona 
failed save, a creature takes 10 (3d6) acid damage and 
is blinded. On a successful save, a creatures takes half 
as much damage and isn't blinded. A blinded creature 
can use its action to wipe the sludge from its eyes, 
ending the condition on itself. 
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LORE DRAKKIS 
Huge Monstrosity, Unaligned 


Armor Class 14 (natural armor) 
Hit Points 66 (7d12 + 21) 
Speed 30 ft., swim 50 ft. 


STR DEX CON INT’ WIS CHA 7 cat we a 
2 21 (+45) 91) 17 (43) 3 (-4) 10(+40) 7 (2) git 
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Skills Insight +2 

Senses passive Perception 10 

Languages — 

Challenge 4 (1,100 XP) 

Proficiency Bonus +2 
ae 
Magic Resistance. The drakkis has advantage on 


saving throws against spells and other magical LORE DRAKKIS 

effects. Despite its draconic appearance, the lore drakkis is a 

Magic Sense. The drakkis knows the location of every member of the beast clade, and is a reptile more closely 

spellcaster, and active spell within 120 feet of itself. related to lizards. It is so named because of its ability to track 
; down magic and spellcasters, and its hide can reflect spells 

Actions back at a mage as though the drakkis itself cast the spell. 


Multiattack. The drakkis makes two attacks: one with 
‘ its Bite and one with its Tail. 


Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., 
one target. Hit: 16 (2d10 + 5) piercing damage. 


Tail Melee Weapon Attack: +7 to hit, reach 10 ft., 

one target. Hit: 12 (2d6 + 5) piercing damage. If the 

target is a creature, it must succeed on a DC 15 
Strength saving throw or be knocked prone. 


Reactions 


__ Spell Reflection. When the drakkis takes damage 

s from magic missile, a line spell, or a spell that 

requires a ranged attack roll, it takes only half the ; 
a4 triggering damage (rounded down). If the creature 

— that cast the spell is within 60 feet of the drakkis, , 
>_> that creature must succeed ona DC 14 Dexterity 

Y saving throw or take the other half of the damage. 
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MOLOCH 
Large Beast, Unaligned 


Pcat Hit Points 80 (7d10 + 42) F 
a P Speed 30 ft., climb 20 ft., burrow 20 ft., swim 20 ft. a 


ae a ne 


STR DEX CON INT WIS CHA 


Damage Resistances piercing and slashing from 


MOLOCH nonmagical attacks that aren't adamantine 


Senses darkvision 60 ft., tremorsense 60 ft., passive 
THEIR FEEDING HABITS LEAVE THEM WITH GIZZARDS FULL Perception 16 


OF TUMBLED GEMS.. Languages Terran 
Challenge 5 (1,300 XP) 
Proficiency Bonus +3 


Siege Monster. The moloch deals double damage to 
objects and structures. 


Spiny Hide. At the start of each of its turns, the 
moloch deals 5 (1d10) piercing damage to any 
creature grappling it. 


Actions 


Multiattack. The moloch makes three Tail attacks and 
one Bite attack. 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 13 (3d6 + 3) piercing damage and 
the target is grappled (escape DC 14). Until this 
grapple ends, the target is restrained, and the 
moloch can't Bite another target. 


Tail. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 6 (1d6 + 3) bludgeoning damage. 
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Large Plant, Unaligned 


Armor Class 12 
Hit Points 127 (15d10+ 45) 
Speed 20 ft., climb 20 ft. 


STR DEX CON INT WIS CHA 
14 (+2) 14 (42) 16 (43) 1(-5) 15 (42) 3 (-4) 


Damage Immunities poison 

Condition Immunities blinded, deafened, exhaustion, 
poisoned 

Senses blindsight 60 ft. (blind beyond this radius), 
passive Perception 12 

Languages — 

Challenge 8 (3,900 XP) 

Proficiency Bonus +3 

—eeeeEe———————————— 


Actions 


Multiattack. The mycodrax makes three Touch 
attacks. 


Touch, Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 19 (5d6 + 2) necrotic damage. 


Harvest the Dead. The corpse flower drains the 
residual energy of one Humanoid corpse within 
reach, regaining 11 (2d10) hit points. 


{ 


MyYCODRAX 


Mycodrax is a type of fungus that grows throughout Indatha, 
particularly over hunting grounds with many corpses. The 
fungus is able to draw nutrients from dead animals. Thanks 
to mutations, it is also able to defend its food from other 
scavengers. 
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NIGHTMARES 


On Ikoria, nightmares are found throughout Indatha as one 
of the dominant clades of monsters. They are physical 
manifestations of humanity's fears and negative thoughts, 
brought to life through a combination of the plane's natural 
mana, and the mutating crystals. 


BONEYARD LURKER 


The boneyard lurker is a towering, fiendish figure of many 
eyes, spines, and teeth; all covered in matted fur. A skull float 
on its head between its horns. It is a terrifying manifestation 
of thanatophobia, the fear of death. As such, in lurks around 
boneyards and infuses necromantic energies into the corpses 
it finds, building small tribes of undead. 


BONEYARD LURKER 
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Large Aberration (Nightmare), Chaotic Evil 


Armor Class 14 (natural armor) 
Hit Points 66 (7d10 + 28) 
Speed 40 ft., climb 40 ft. 


STR DEX CON INT. WIS’ CHA 
20'S). W3) 8 (4) Shei\e 12K) 7 (2) 


Skills Perception +4, Stealth +6 

Damage Immunities necrotic 

Condition Immunities charmed, exhaustion, 
frightened 

Senses darkvision 60 ft., passive Perception 14 

Languages Common 

Challenge 5 (1,800 XP) 

Proficiency Bonus +3 


(a 
Actions 
Multiattack. The lurker makes two Claw attacks. 


Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., 
one target. Hit: 12 (2d6 + 5) slashing damage plus 
3 (1d6) necrotic damage. 


Create Undead. The lurker targets the corpse of a 
creature within 10 feet of it and revives it with 
necromantic energy. If the creature had 2 or fewer 
Hit Dice in life, it becomes a zombie or skeleton. If it 
had 3 to 5 Hit Dice, it becomes a ghoul. Otherwise, 
it becomes a wight. The undead is under the lurker's 
control. The lurker can have no more than three 
undead under its control at one time. 
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CAVERN WHISPERER 
Large Aberration (Nightmare), Chaotic Evil 


Armor Class 16 (natural armor) 
Hit Points 136 (16d10 + 48) 
Speed 30 ft., climb 60 ft. 


STR DEX CON _ INT WIS CHA 
20 (+5) 16 (+3) 17 (+3) 2 (-4) 11 (40) 6 (-2) 


Saving Throws Str +8, Dex +6 

Skills Perception +3, Stealth +6 

Damage Resistances necrotic; bludgeoning, piercing, 
and slashing from nonmagical attacks 

Damage Immunities poison 

Condition Immunities charmed, exhaustion, 
frightened 

Senses darkvision 120 ft., passive Perception 13 

Languages Common 

Challenge 3 (3,900 XP) 

Proficiency Bonus +3 


Whispering. The whisperer incoherently whispers 
while it can see any creature and isn't incapacitated. 
Each creature that starts its turn within 20 feet of 
the whisperer and can hear it must succeed on a DC 
14 Wisdom saving throw or be frightened of the 
whisperer until the start of the creature's next turn. 


Sunlight Sensitivity. While in sunlight, the whisperer 
has disadvantage on attack rolls, as well as on 
Wisdom (Perception) checks that rely on sight. 


Actions 


Multiattack. The whisperer makes two attacks: one 


with its Bite and one with its Claws. 
Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., 
one target. Hit: 18 (3d8 + 5) piercing damage. 


Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., 
one target. Hit: 15 (3d6 + 5) slashing damage. 
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CAVERN WHISPERER 


The cavern whisperer is a physical manifestation of 
claustrophobia, or the fear of tight spaces. It often appears as 
a many limbed creature and hides the shadows, trying to 
drive cave wanderers mad before closing in to kill 


CHITTERING HARVESTER 
Medium Aberration (Nightmare), Chaotic Evil 


Armor Class 18 (natural armor) 
Hit Points 190 (20d8 + 100) 
Speed 40 ft., climb 60 ft. 


STR DEX CON INT WIS CHA 
22 (+6) 14 (+2) 21 (45) 14(42) 15 (+2) 17 (43) 


Saving Throws Str +11, Dex +7 

Skills Perception +7 

Damage Immunities necrotic 

Condition Immunities frightened 

Senses darkvision 60 ft., passive Perception 17 
Languages understands Common 

Challenge 15 (13,000 XP) 

Proficiency Bonus +5 
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Actions 


Multiattack. The harvester makes one Bite attack and 


one Claw attack, and it uses Harvest. 


Bite. Melee Weapon Attack: +11 to hit, reach 5 ft., one 
target. Hit: 38 (5d12 + 6) necrotic damage. The 
harvester regains 9 (2d8) hit points. 


Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., one 
target. Hit: 28 (4d10 + 6) slashing damage. 


Chittering. The harvester makes a terrifying chittering 
noise. Each creature within 20 feet of the harvester that 
can hear the chittering must succeed on a DC 16 
Wisdom saving throw or become frightened for 1 
minute. While frightened, the creature loses the ability 
to distinguish friend from foe, regarding all creatures it 
can see as enemies. Whenever the frightened creature 
chooses another creature as a target, it must choose 
the target at random from among the creatures it can 
see within range of the attack, spell, or other ability it's 
using. 
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FIEND ARTISAN 
Medium Aberration (Nightmare), Chaotic Evil 


Armor Class 17 (natural armor) 
Hit Points 73 (12d8 + 24) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 
21 (+5) 12 (+1) 14 (42) 13 (41) 14(42) 15 (42) 


Saving Throws Con +5 

Skills Deception +5, Perception +5 

Damage Resistances necrotic 

Senses darkvision 60 ft., passive Perception 15 
Languages Common 

Challenge 6 (2,300 XP) 

Proficiency Bonus +3 


Actions 


Multiattack. The artisan makes one Bite attack and two 


Claw attacks. 
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Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one 
target. Hit: 15 (3d6 + 5) piercing damage. 


Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one 
target. Hit: 15 (3d6 + 5) slashing damage. 


Consume Dead. The artisan feeds on the corpse of one 
creature within reach that died within the past minute. 
Roll a number of d8s equal to half the creature's 
number of Hit Dice. The artisan regains that many hit 
points. 


Torment Effigy. The artisan crushes an effigy in its 
possession (see "fiendish effigy" sidebar). The creature 
whose likeness the effigy depicts takes 36 (9d6 + 5) 
force damage and must succeed on a DC 15 Strength 
saving throw or be restrained. Until the target is freed, 
it takes 36 (9d6 + 5) bludgeoning damage at the start 
of each of the artisan's turns. The creature can repeat 
the Strength saving throw as an action, freeing itself on 
a success. The artisan can only have one creature 
restrained this way, and it can't make attacks while 
restraining a creature this way. 


GLOOM PANGOLIN 


“THEY SAY IT SURVIVES ON A PURELY BIOLUMINESCENT 
DIET. IT’S ONLY ACTIVE DURING THE DARKEST OF INDATHA 
NIGHTS, MAKING VERIFICATION HIGHLY CHALLENGING.” 


—GANNET, SKYSAIL ZOOLOGIST 


The gloom pangolin is a physical manifestation of the fear of 
the dark, and as such feeds off of bioluminescent insects and 
and creatures. Why it takes the form of a giant pangolin is 
unknown. 
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GLOOM PANGOLIN 
Medium Aberration (Nightmare), Unaligned 


Armor Class 1 3 
Hit Points 51 (6d8 + 24) 
Speed 30 ft., burrow 20 ft. 


STR DEX CON _ INT WIS CHA 
14 (+2) 10 (+0) 18 (+4) 4(-3) 12 (+1) 5 (-3) 


Skills Perception +3 

Senses darkvision 60 ft., passive Perception 13 
Languages — 

Challenge 3 (700 XP) 

Proficiency Bonus +2 


Actions 


Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 47 (10d8 + 2) piercing damage. 


Reactions 


Ball Defense. When the pangolin takes damage, it 
curls into a ball. Until it emerges, it gains a+4 bonus 
to AC and has advantage on Strength and 
Constitution saving throws. While in a ball, the 
pangolin is prone, it can only move by rolling along 
the ground with a speed of 20 ft., it has 
disadvantage on Dexterity saving throws, it can't 
take reactions, and the only action it can take is a 
bonus action to emerge. 
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GRIMDANCER 
Medium Aberration (Nightmare), Chaotic Evil 


Armor Class 15 (natural armor) 
Hit Points 84 (13d8 + 26) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 
12 (+1) 18 (+4) 14 (42) 14 (42) 15 (42) 16 (+3) 


Saving Throws Str +4, Dex +7, Con +5, Wis +5 

Skills Athletics +7, Perception +5, Survival +5 

Condition Immunities charmed, frightened 

Senses darkvision 120 ft., passive Perception 15 GRIMDANCER 
Languages understands Common but can't speak 
Challenge 8 (3,900 XP) 

Proficiency Bonus +3 
a 


Actions 


Multiattack. The grimdancer makes two Slash 
attacks. 


MOST MONSTERS ARE MORE FRIGHTENING WHEN THEY 
SKITTER UNSEEN IN THE DARK. Most. 


Slash. Melee Weapon Attack: +7 to hit, reach 5 ft. , 
one target. Hit: 6 (1d4 + 4) slashing damage plus 
21 (6d6) necrotic damage. If the target is a creature, 
it suffers a lingering wound that causes it to take 7 
(2d6) necrotic damage at the start of each of its 
turns. Each time the grimdancer hits the wounded 
target with this attack, the damage dealt by the 
wound increases by 3 (1d6). The wound ends if the 
target regains hit points or if a creature uses an 
action to stanch the wound, which requires a 
successful DC 15 Wisdom (Medicine) check. 


Bonus Actions 


Shadow Step. The grimdancer teleports up to 30 feet 
> to an un occupied space of dim light or darkness 


that it can see. a 


Ci? 


er Jehan Choo 
SI PEs 
@styloren 


HELICA GLIDER 


IT COULD SUBSIST ON SEEDS BUT ITS PREFERRED FARE IS 
YOUR FACE. 


ee 


HELICA GLIDER COMPANIONS 


Helica Gliders can be a character's companion in 
the following ways: 


Pact of the Chain. When a warlock with the Pact of 
the Chain pact boon casts find familiar, they can 
choose a helica glider as a special form for their 
familiar. 

Ranger's Companion. A Beast Master ranger can 
choose a helica glider as Ranger's Companion. 
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HELICA GLIDER 
Tiny Aberration (Nightmare), Unaliged 


Armor Class 12 
Hit Points 10 (444) 
Speed 30 ft., climb 30 ft. 


STR DEX CON INT WIS CHA 
2 (-4) 14(+2) 10(+0) 2 (-4) 10(+0) 4 (-3) 


Skills Acrobatics +3, Perception +2, Stealth +3 
Senses darkvision 30 ft., passive Perception 13 
Languages — 

Challenge 1/8 (25 XP) 

Proficiency Bonus +2 


Evasion. lf the glider is subjected to an effect that 
allows it to make a Dexterity saving throw to take 
only half damage, it instead takes no damage if it 
succeeds on the saving throw and only half damage 
if it fails, provided it isn't incapacitated. 


Glide. |f it isn't incapacitated, the glider can extend 
its skin membranes to move up to 5 feet 
horizontally for every 1 foot it descends in the air. If 
the glider enters a creature's space while gliding, its 
glide ends, and the creature becomes grappled by 
the glider. 


Keen Smell The glider has advantage on Wisdom 
(Perception) checks that rely on smell. 
Actions 

Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., 
one target. Hit: 2 (1d4) piercing damage. 
Reactions 


Safe Descent. When it would take damage from a fall, 
the glider extends its skin membranes to reduce the 
fall's damage to O. 


HEMOPHAGE 
Medium Aberration (Nightmare), Chaotic Evil 


Armor Class 17 (natural armor) 
Hit Points 85 (9d8 + 45) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 
20 (+5) 18 (+4) 21(45) 6(-2) 17 (+3) 14 (42) 


Saving Throws Dex +7, Con +8, Wis +6 

Skills Perception +6, Stealth +10 

Damage Resistances necrotic 

Condition Immunities charmed, frightened 

Senses darkvision 120 ft., passive Perception 16 
Languages understands Common but can't speak 
Challenge 8 (3,900 XP) 

Proficiency Bonus +3 
(EEE 
Spider Climb. The hemophage can climb difficult 
surfaces, including upside down on ceilings, without 
needing to make an ability check. 
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Actions 


Multiattack. The hemophage makes two Claw attacks 
followed by one Bite attack. If both Claw attacks hit the 
same creature, the Bite attack is made with advantage. 


Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one 
target. Hit: 9 (1d8 + 5) slashing damage. 


Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one 
creature. Hit: 9 (1d8 + 5) piercing damage plus 7 (2d6) 
necrotic damage. If the target is missing any of its hit 
points, it instead takes 11 (2d10) necrotic damage. 

The target's hit point maximum is reduced by an 
amount equal to the necrotic damage taken, and the 
hemophage regains hit points equal to that amount. 
The reduction lasts until the target finishes a long rest. 
The target dies if its hit point maximum is reduced to 
0. 


Blood Disgorge (Recharge 5—6). The hemophage vomits 
blood in a 15-foot cone. Each creature in that area 
must make a DC 16 Constitution saving throw. Ona 
failed save, a creature takes 18 (4d8) necrotic damage, 
and it can't regain hit points for 1 minute. On a 
successful save, the creature takes half as much 
damage with no additional effects. 


LABYRINTH RAPTOR 


Medium Aberration (Dinosaur, Nightmare), 
Unaligned 


Armor Class 13 (natural armor) 
Hit Points 11 (2d8 + 2) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
6 (-2) 14(4+2) 13 (41) 4(-3) 12 (+1) 6(¢-2) 


Skills Perception +3 

Condition Immunities blinded 

Senses blindsight 120 ft. (blind beyond this radius), 
passive Perception 13 

Languages — 

Challenge 1/4 (50 XP) 

Proficiency Bonus +2 


Pack Tactics. The raptor has advantage on an attack 
roll against a creature if at least one of the raptor's 
allies is within 5 feet of the creature and the ally 
isn't incapacitated. 


Actions 


Multiattack. The raptor makes one Bite attack and 


one Claw attack. 


Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one creature. Hit: 5 (1d6 + 2) piercing damage. 


Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 4 (1d4 + 2) slashing damage, and 
the target must succeed on aDC 11 Wisdom saving 
throw or be frightened of the raptor until the end of 
the target's next turn. 


LABYRINTH RAPTOR 


The labyrinth raptor is the physical manifestation of 
mazeophobia, or the fear of getting lost. It appears to 


er Daarken 
@daarken 


unfortunately wanderers who lose their way, and usually tries 


to make sure they can't find their way ever again. 


— 
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MINDLEECHER 
Large Aberration (Nightmare), Chaotic Eviil 


Armor Class 13 (natural armor) 
Hit Points 71 (13d8 + 13) \ 
Speed 20 ft., fly 40 ft. ) 


STR DEX CON INT WIS CHA 
11 (+0) 12 (+1) 12 (+1) 19 (44) 17 (43) 17 (43) 


Skills Perception +6, Stealth +4 

Condition Immunities blinded 

Senses blindsight 60 ft. (blind beyond this radius), 
passive Perception 16 

Languages understands Common but can't speak 


The mindleecher is a winged horror that feeds off of the Challenge 7 (2,900 XP) 
minds of others. It is the physical manifestation of the fear of Proficiency Bonus +3 


stultophobia, the fear of being perceived as unintelligent. SS ee ee 
Detect Sentience. The mindleecher can sense the 


presence and location of any creature within 300 
feet of it that has an Intelligence of 3 or higher, 
regardless of interposing barriers, unless the 
creature is protected by a mind blank spell. 


MINDLEECHER 


Actions 


Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., 
one creature. Hit: 15 (2d10 + 4) piercing damage. If 
the target is Medium or smaller, it is grappled 
(escape DC 15). 


Leech Mind. Melee Weapon Attack: +7 to hit, reach 
5 ft., one creature grappled by the mindleecher. Hit: 
55 (10d10) necrotic damage. The target's 
Intelligence score is reduced by 1d6, and the 
mindleecher regains hit points equal to that amount. 
If this reduces its Intelligence to O, the target is 
stunned until it regains at least one point of 


Intelligence. The reduction lasts until the target 
Y finishes a short or long rest. * 


, 
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NECROPANTHER 
Medium Aberration (Nightmare), Unaligned 


Armor Class 71 2 
Hit Points 27 (5d8 + 5) 
Speed 50 ft., climb 40 ft. 


STR DEX CON INT WIS’ CHA - © 
Tevean CISM PONE 1124-61) eae4\. 14.(2)"7 92) ohn | < _ 


Skills Perception +4, Stealth +6 
Senses passive Perception 14 
Languages — 

Challenge 3 (700 XP) 
Proficiency Bonus +2 


Keen Smell. The panther has advantage on Wisdom 


(Perception) checks that rely on smell. NECROPANTHER 

Pounce. |f the panther moves at least 20 feet Necropanthers are common to Indatha, and are often found 
straight toward a creature and then hits it with a lurking around the natural graveyards of hunting grounds, 
claw attack on the same turn, that target must surrounded by hordes of undead. It is a physical 

succeed on a DC 12 Strength saving throw or be manifestation of the fear of the dead. 


knocked prone. If the target is prone, the panther 
can make one bite attack against it as a bonus 
action. 


Actions 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 27 (7d6 + 3) piercing damage. The 
target must succeed on a DC 13 Constitution saving 
throw or its hit point maximum is reduced by an 
amount equal to the damage taken. This reduction 
lasts until the target finishes a long rest. The target 
dies if this effect reduces its hit point maximum to 
0. A humanoid slain by this attack rises 24 hours 
later as a zombie under the panther's control, unless 
the humanoid is restored to life or its body is 
destroyed. The panther can have no more than 
seven zombies under its control at one time. 


Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 23 (8d4 + 3) slashing damage. 


_* see 7 x >» . 
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SLITHERWISP 


FEAR IS ITS HABITAT, SANITY ITS PREY.. 
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SLITHERWISP 
Medium Elemental (Nightmare), Chaotic Evil 


Armor Class 15 (natural armor) 
Hit Points 85 (10d8 + 40) 
Speed 30 ft., climb 30 ft. 


STR DEX CON _ INT WIS CHA 
18 (+4) 18 (44) 18 (+4) 5 (-3) 15 (42) 18 (+4) 


Saving Throws Dex +7, Int +0, Wis +5 

Skills Perception +5, Stealth +7 

Damage Resistances necrotic, psychic 

Condition Immunities charmed, exhaustion, frightened 

Senses darkvision 120 ft., passive Perception 15 

Languages telepathy 120 ft. but can only project 
emotions 

Challenge 5 (1,800 XP) 

Proficiency Bonus +3 

Se 

Fear Aura Each creature that starts its turn within 10 

feet of the slitherwisp must succeed on aDC 15 


Wisdom saving throw or be frightened until the start of 


the creature's next turn. 


Actions 
Multiattack. The slitherwisp makes two Bite attacks. 


Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 8 (1d8 + 4) piercing damage plus 10 (3d6) 
psychic damage. 


Instill Madness (1/day). The slitherwisp targets one 
creature it can see within 60 feet. The target must 
succeed on a DC 15 Wisdom saving throw or be 
afflicted with short-term madness (determined 
randomly or by the DM; see "Madness" in chapter 8 of 
the Dungeon Master's Guide). 


Bonus Actions 


Disrupt Psyche (Recharge 5-6). The slitherwisp 
magically emits psionic energy in a 30-foot-radius 
sphere centered on itself. Each creature in that area 
must succeed on a DC 15 Intelligence saving throw or 
be stunned for 1 minute. The stunned creature can 
repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. 
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VoID BECKONER 


Huge Aberration (Nightmare), Chaotic Evil 


Armor Class 17 (natural armor) 

Hit Points 95 (10d10 + 40) 

Speed 40 ft. 

VOID BECKONER 


STR DEX CON INT WIS CHA The Void Beckoner is a physical manifestation of the fear of 
th kn , particularly that of th id b d th ; 
21 (+5) 13 (+1) 19 (+4) 3 4) 14 (+2) 17 (43) e unknown, particularly that of the void beyond the sky 


——————— 

Saving Throws Con +7, Wis +5 

Skills Perception +5 

Condition Immunities blinded 

Senses blindsight 120 ft. (blind beyond this radius), 
passive Perception 15 

Languages — 

Challenge 8 (3,900 XP) 

Proficiency Bonus +3 

—aaaeeee 


Actions 
Multiattack. The beckoner makes two Touch attacks. 


Touch, Melee Weapon Attack: +8 to hit, reach 5 ft., 
one target. Hit: 21 (3d10 + 5) force damage. 


Void Blast (Recharge 5—6). The beckoner expels 
arcane energy in a 30-foot radius. Each creature in 
that area must make a DC 15 Constitution saving 
throw, taking 45 (7d 12) force damage on a failed 
save, or half as much damage on a successful one. 


ZAGOTH MAMBA 


“IT’S JUST A SNAKE. A MANY-EYED SNAKE WITH VENOM 
THAT TURNS YOUR BLOOD TO SMOKE, BUT STILL, JUST A 
SNAKE.” 


—KINNAN, BONDER PRODIGY 


— 


ZAGOTH MAMBA COMPANIONS 


Zagoth mambas can be a character's companion in 
the following ways: 


Pact of the Chain. When a warlock with the Pact of 
the Chain pact boon casts find familiar, they can 
choose a zagoth mamba as a special form for 
their familiar. 

Ranger's Companion. A Beast Master ranger can 
choose a zagoth mamba as Ranger's Companion. 
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ZAGOTH MAMBA 
Tiny Aberration (Nightmare), Unaligned 


Armor Class 13 
Hit Points 3 (1d4 + 1) 
Speed 30 ft., swim 30 ft. 


STR DEX CON INT WIS CHA 
2 (-4) 16 (+3) 13 (+1) 1(-5) 10(+0) 3 (-4) 


Senses blindsight 10 ft., passive Perception 10 
Languages — 

Challenge 1/4 (50 XP) 

Proficiency Bonus +2 


Actions 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 2 piercing damage, and the target 
must make a DC 13 Constitution saving throw. On a 
failed save, the target takes 10 (3d6) poison 
damage and is poisoned for 1 hour. On a successful 
save, a target takes half as much and isn't poisoned. 
A poisoned creature repeats the saving throw at the 
end of each of its turns, taking another 10 (3d6) 
poison damage on a failed save, and ending the 
poison on a success. 


PATAGIA TIGER 


Large Beast, Unaligned 


Armor Class 13 
Hit Points 114 (12d10 + 48) 
Speed 60 ft., fly 60 ft. 


STR DEX CON INT WIS CHA 
20 (+5) 16 (+3) 18 (+4) 6(-2) 14 (42) 5 (-3) 


Senses passive Perception 12 
Languages — 

Challenge 4 (1,100 XP) 
Proficiency Bonus +2 


Keen Smell The tiger has advantage on Wisdom 
(Perception) checks that rely on smell. 


Pounce. |f the tiger moves at least 20 feet straight 
toward a creature and then hits it with a Claw attack 
on the same turn, that target must succeed on a DC 
15 Strength saving throw or be knocked prone. If 
the target is prone, the tiger can make one bite 
attack against it as a bonus action. 


Actions 


Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., 


one target. Hit: 16 (2d10 + 5) piercing damage. 


Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., 
one target. Hit: 14 (2d8 + 5) slashing damage. 


PATAGIA TIGER 


LUKKA LOOKED OUT FROM THE PARAPET AND SAW NOT A 
MONSTER TO BE PUT DOWN, BUT A FIERCE KIND OF BEAUTY. 


CO ———————————————_ 


PATAGIA TIGER STEEDS 


A paladin can summon a spirit in the form of a 
patagia tiger using the find greater steed spell cast 
at 5th level, which appears in Xanathar's Guide to 
Everything. 
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POLLYWOG 


Large Beast, Unaligned 


Armor Class 1 1 
Hit Points 39 (6d10 + 6) 
Speed 20 ft., swim 40 ft. 


STR DEX CON INT WIS CHA 
15 (+2) 13 (41) 13 (+1) 2 (-4) 10(40) 3 (-4) 


Senses darkvision 30 ft., passive Perception 10 
Languages — 

Challenge 1 (200 XP) 

Proficiency Bonus +2 


Amphibious. The pollywog can breathe air and water. 
Standing Leap. The pollywog's long jump is up to 20 


feet and its high jump is up to 10 feet, with or without 
a running start. 


Actions 


Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one 


target. Hit: 13 (2d10 + 2) piercing damage, and the 
target is grappled (escape DC 13). Until this grapple 
ends, the target is restrained, and the pollywog can't 
use its Bite or Tongue attack on another target. 


Swallow. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one Medium or smaller creature grappled by the 
pollywog. Hit: 13 (2d10 + 2) piercing damage. The 
creature is also swallowed, and the grapple ends. The 
swallowed target is blinded and restrained, it has total 
cover against attacks and other effects outside the 
pollywog, and it takes 10 (3d6) acid damage at the 
start of each of the pollywog's turns. The pollywog can 
have only one target swallowed at a time. 

If the pollywog dies, a swallowed creature is no 
longer restrained by it and can escape from the corpse 
using 5 feet of movement, exiting prone. 


Tongue. Melee Weapon Attack: +4 to hit, reach 15 ft., 
one creature. Hit: 5 (1d10) necrotic damage, and the 
target must make a DC 13 Strength saving throw. Ona 
failed save, the target is pulled to a space within 5 feet 
of the pollywog. 


Reactions 


Consume Mutation. |mmediately after a creature within 


30 feet of the pollywog mutates, the pollywog can 
consume the mutation's energy. Each creature within 
30 feet of the pollywog must succeed on a DC 13 
Constitution saving throw or take 5 (1d10) force 
damage. The pollywog then regains 5 (1d 10) hit points. 


Se 
—— 


er Chris Seaman 


; bod 
») @chrisseamanart 


PORCUPARROT 
Small Beast, Unaligned 


Armor Class 13 (natural armor) fb Sy n 
Hit Points 3 (1d6) 
Speed 20 ft., climb 20 ft. a 


STR DEX CON INT WIS CHA 
3 (-4) 10(+0) 10(+0) 2 (-4) 10(+0) 5 (-3) 


Senses passive Perception 11 ; 

Languages — A porcuparrot is a mutated parrot with the business end ofa 
Challenge 1/8 (25 XP) porcupine. Contrary to popular belief, porcuparrots can fire 
Proficiency Bonus +2 their quills a considerable distance. 
LS 

Keen Smell The porcuparrot has advantage on oe 


Wisdom (Perception) checks that rely on smell. 
PORCUPARROT COMPANIONS 


Mimicry. The porcuparrot can mimic simple sounds Porcuparrots can be a character's companion in 
it has heard, such as a person whispering, a baby the following ways: 

crying, or an animal chittering. A creature that hears 

the sounds can tell they are imitations with a Ranger's Companion. A Beast Master ranger can 
successful DC 10 Wisdom (Insight) check. choose a porcuparrot as Ranger's Companion. 


Prickly. A creature that touches the porcuparrot or 
hits it with a melee attack while within 5 feet of it _ 4 
takes 2 (1d4) piercing damage. 


Actions 


Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., 
one target. Hit: 1 piercing damage. 


Quill (Recharge 5-6). Ranged Weapon Attack: +2 to 
hit, range 5/15 ft., one target. Hit: 1 piercing 
damage. 
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PRICKLY MARMOSET 
Small Beast, Unaligned 
PRICKLY MARMOSET Armor Case 12 
~ Hit Points 3 (1d6) 
IT’s EITHER TERRIFIED OR EXTREMELY MAD AT US, Speed 30 fn climb 20 ft. 


DEFINITELY ONE OF THE TWO.” 


—JONALD, MISSION NATURALIST STR DEX CON INT WIS CHA 
0 
8 (-1) 14 (+2) 171 (+0) 5 (3) 12 (41) 6(-2) 


PRICKLY MARMOSET COMPANIONS 


Prickly marmosets can be a character's companion 
in the following ways: 


Senses passive Perception 11 
Languages — 
Challenge 1/8 (25 XP) 


Ranger's Companion. A Beast Master ranger can Proficiency Bonus +2 


choose a prickly marmoset as Ranger's ; 
Companion. Pack Tactics. The prickly marmoset has advantage on 


an attack roll against a creature if at least one of the 
marmoset's allies is within 5 feet of the creature and 
the ally isn't incapacitated. 


Prickly. A creature that touches the prickly 
marmoset or hits it with a melee attack while within 
5 feet of it takes 2 (1d4) piercing damage. 
Actions 


Bite. Melee Weapon Attack: +1 to hit, reach 5 ft., 
one target Hit: 1 (1d4 - 1) piercing damage. 


ne Ochrisseamanar. 
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SERRATED SCORPION 


Tiny Beast, Unaligned 


Armor Class 11 (natural armor) 
Hit Points 1 (1d4-1) 
Speed 10 ft., burrow 5 ft. 


SERRATED SCORPION 


STR DEX CON INT WIS CHA EACH SCORPION’S VENOM IS UNIQUE, THWARTING 

PT. VO ge Cl) lgee ye 8 C1) 2-4) SANCTUARY HEALERS’ ATTEMPTS TO DEVELOP AN ANTIDOTE. 
aa oi 
Senses blindsight 10 ft., passive Perception 9 ‘ , 
Languages — 


Challenge 1/8 (25 XP) 


: SERRATED SCORPION COMPANIONS 
Proficiency Bonus +2 


Serrated scorpions can be a character's companion 
in the following ways: 


Prickly. A creature that touches the serrated 


scorpion or hits it with a melee attack while within 5 Pactofine Chain Whenawarloclowith the Pactoe 
feet of it takes 1 piercing damage. the Chain pact boon casts find familiar, they can 


choose a serrated scorpion as a special form for 


Actions their familiar. 

Sting. Melee Weapon Attack: +2 to hit, reach 5 ft, Ranger's Companion. A Beast Master ranger can 

one creature. Hit: 1 piercing damage, and the target choose a serrated scorpion as Ranger's 

must make a DC 9 Constitution saving throw, taking Companion. 

4 (1d8) poison damage on a failed save, or half as 

much damage on a successful one. If the saving OLS 


throw fails by 5 or more, the creature is poisoned 
for 1 hour. Until this poison ends, the damage the 
poison dealt can't be healed by any means. 
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SHORESHARK 


Sharks are among the top predators of the seas. Thanks to 
this recent mutation, they are now also predators of the 
shores, and everything on land. These mutated sharks have 
developed feet and claws. Thankfully, they still need to return 
to the water from time to time. 


SHORESHARK 


Large Monstrosity, Unaligned 


Armor Class 12 (natural armor) 
Hit Points 45 (6d10 + 12) 
Speed 30 ft., swim 40 ft. 


STR DEX CON INT WIS CHA 
18 (44) 13 (41) 15 (42) 1(-5) 10 (+0) 4 (-3) 


Skills Perception +2 

Senses blindsight 30 ft., passive Perception 12 
Languages — 

Challenge 2 (450 XP) 

Proficiency Bonus +2 


Blood Frenzy. The shark has advantage on melee 
attack rolls against any creature it can smell that 
doesn't have all its hit points. 


Water Breathing. The shark can breathe only 
underwater. It can hold its breath for 1 hour. 
Actions 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 13 (2d8 + 4) piercing damage. 


Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 14 (3d6 + 4) slashing damage. 


—_™ 
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SKYSHARK 


Large Monstrosity, Unaligned 


Armor Class 12 (natural armor) 
Hit Points 45 (6d10 + 12) 


Speed 0 ft., swim 40 ft., fly 30 ft. SKYSHARK 
As if sharks on the shores weren't enough, these mutated 
STR DEX CON INT WIS CHA beasts can now soar through the skies on feathered, bird-like 
18 (4) 13 (+1) 15 (+2) 1(-5) 10 (+0) 4 (-3) wings, menacing everything below them. 


5 y | ~ 
Skills Perception +2 


Senses blindsight 30 ft., passive Perception 12 


Languages — SKYSHARK STEEDS 
Challenge 2 (450 XP) A paladin can summon a spirit in the form of a 
Proficiency Bonus +2 skyshark using the find greater steed spell, which 


appears in Xanathar's Guide to Everything. 


Blood Frenzy. The shark has advantage on melee 
attack rolls against any creature that doesn't have all 
its hit points. 


Amphibious. The shark can breathe both air and 
water. 
Actions 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 14 (3d6 + 4) piercing damage. 
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SPELLEATER WOLVERINE 


“THE MONSTER THAT SCARES ME THE MOST ISN’T THE 
BIGGEST.” 


—TAELYA, LAVABRINK PYROMAGE 


A wolverine is a small burrowing creature with fangs and 
claws. If that wasn't already menacing enough, a spelleater 
wolverine has mutated to find and eat magic; or the 
spellcasters who use it. 


SPELLEATER WOLVERINE 


Medium Monstrosity, Unaligned 


Armor Class jr2 (natural armor) 
Hit Points 13 (2d8 + 4) 
Speed 30 ft., burrow 15 ft., climb 15 ft. 


DEX CON _ INT WIS CHA 
13 (+1) 10(4+0) 15 (42) 2 (-4) 12 (41) 5 (-3) 


Senses darkvision 30 ft., tremorsense 60 ft., passive 
Perception 11 & 

Languages — 

Challenge 1/2 (100 XP) 

Proficiency Bonus +2 


Magic Sense. The wolverine knows the location of 
every spellcaster, active spell, and magic item within 
120 feet of itself. 


Spelleater Hide. The wolverine has advantage on 
saving throws against spells, and any creature 
making a spell attack against the wolverine has 
disadvantage on the attack roll. 

If the wolverine succeeds on its saving throw 
against a spell or a spell's attack roll misses it, it 
gains 5 temporary hit points. 


Tunneler, \/hen the wolverine burrows, it leaves 
tunnels behind. 

Actions 

Multiattack. The wolverine makes two attacks: one 
with its bite and one with its claws. 

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., 
one target. Hit: 4 (1d6 + 1) piercing damage. 
Claws. Melee Weapon Attack: +3 to hit, reach 5 ft., 
one target. Hit: 6 (2d4 + 1) slashing damage. 
Reactions 


Eat Spell. When a creature within 60 feet of the 
wolverine casts a spell, the wolverine regains hit 
points equal to the level of the spell. Its attack rolls 
have advantage until the end of its next turn. 
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SPRITE DRAGON 
Tiny Dragon, Unaligned 


Armor Class 13 
Hit Points 7 (2d4 + 2) 
Speed 15 ft., fly 60 ft. 


SPRITE DRAGON 


STR DEX CON INT WIS CHA SIZE OFA PIXIE, RAGE OF A HELLKITE. 

6 (-2) 15 (+2) 13 (+1) 5 (-3) 12 (41) 10 (+0) A sprite dragon is a tiny dragon, often likened to a pixie or 
DN faerie, both in size and disposition. It is drawn to magic, and 
Skills Perception +3, Stealth +4 makes a favored bond for bonders with an aptitude for the 
Senses blindsight 10 ft., darkvision 60 ft., passive arcane. 

Perception 13 
Languages — ee 
Challenge 1/4 (50 XP) 
Proficiency Bonus +2 SPRITE DRAGON COMPANIONS 
Sm Sprite Dragons can be a character's companion in 
Keen Senses. The dragon has advantage on Wisdom the following ways: 
(Perception) checks that rely on sight, hearing, or 
smell. Pact of the Chain. When a warlock with the Pact of 
the Chain pact boon casts find familiar, they can 

Magic Resistance. The dragon has advantage on choose a sprite dragon as a special form for their 
saving throws against spells and other magical familiar. 
effects. Ranger's Companion. A Beast Master ranger can 

° choose a sprite dragon as Ranger's Companion. 
Actions res : 


Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 4 (1d4 + 2) piercing damage. 


Fire Breath. Ranged Weapon Attack: +4 to hit, range 
20/60 ft., one target. Hit: 4 (1d4 + 2) fire damage. A 
flammable object hit by this attack ignites if it isn't 
being worn or carried. 


STARRIX 
Huge Fey, Typically Neutral 


Armor Class 17 (natural armor) 
Hit Points 136 (16d12 + 36) 
Speed 60 ft. 


STR DEX CON INT WIS CHA 
21 (+5) 9(-1) 15 (+2) 1040) 18 44) 15 2) 


Saving Throws Con +6, Wis +8 
Skills History +12, Perception +10 
Senses darkvision 120 ft., passive Perception 20 
a Languages Telepathy 120 ft., but it can only project 
_” . emotions 
, Challenge 10 (5,900 XP) 
Ne al Proficiency Bonus +4 
———————————— 


Actions 
Multiattack. The starrix makes two Ram attacks. 


STARRIX Ram. Melee Weapon Attack: +9 to hit, reach 10 ft., 


one target. Hit: 36 (6d10 + 5) blud ing d i 
The mighty starrix bears some passing similarity to an elk, ( yy Waceconing,catiags 


but appears to be a new kind of creature all its own. It is Auspicious Command (3/ Day). The starrix targets one 
highly intelligent, and uses a kind of innate magic to creature it can see within 30 feet of it. The target 
command other creatures to defend it. Because of this, it is must succeed on a DC 14 Wisdom saving throw or 


be magically charmed by the starrix. The charmed 
creature regards the starrix as a trusted friend to be 
heeded and protected. Although the target isn't 
under the starrix's control, it takes the starrix's 
requests or actions in the most favorable way it can. 
Each time the starrix or its allies do anything 
harmful to the target, it can repeat the saving throw, 
ending the effect on itself on a success. Otherwise, 
the effect lasts until the starrix dies, is on a different 
plane of existence from the target, or ends the 
effect as a bonus action. If a target's saving throw is 


successful, the target is immune to the starrix's 8g 
"y ts fae Auspicious Command for the next 24 hours. | 
7 >4 . " - F4 ~/ 


respected and sought after my many bonders. 
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‘THUNDERMANE 


Large Elemental, Unaligned 


Saas == 
Armor Class 12 
Hit Points 26 (4d10 + 4) 
Speed 50 ft. 
(ee ees 


STR DEX CON _— INT WIS CHA 
17 (+3) 15 (42) 13 (41) 3 (-4) 12 (41) 8 (-1) 


>a ——— —_ 
Skills Perception +3, Stealth +6 

Damage Immunities lightning 

% Senses passive Perception 13 

Languages — 

Challenge 1 (200 XP) 

Proficiency Bonus +2 

SSS SSS 
Electrified Body. A creature that touches the lion or 
hits it with a melee attack while within 5 feet of it 
takes 4 (1d8) lightning damage. 


‘THUNDERMANE 

Keen Smell. The lion has advantage on Wisdom 

(Perception) checks that rely on smell. A CRACKLING ROAR IS THE LAST SOUND MANY HUNTERS 
HEAR. 


Pounce. If the lion moves at least 20 feet straight 
toward a creature and then hits it with a claw attack 
on the same turn, that target must succeed on a DC 
13 Strength saving throw or be knocked prone. If 
the target is prone, the lion can make one bite 
attack against it as a bonus action. 


A mutated lion, the thundermane has become an elemental, 
charged with the power of thunder and lightning. 


Running Leap. With a 10-foot running start, the lion 
can long jump up to 25 feet. 


Actions 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 7 (1d8 + 3) lightning damage. 


Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 6 (1d6 + 3) slashing damage. 


Lightning Breath (Recharge 5—6). The lion exhales 
lightning in a 30-foot line that is 5 feet wide. Each 
creature in that line must make a DC 12 Dexterity 
saving throw, taking 11 (2d10) lightning damage on 
a failed save, or half as much damage on a 
successful one. 
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y ‘TIDAL BARRACUDA 
+" Tiny Monstrosity, Unaligned 


Armor Class 13 
Hit Points 15 (6d4) 
Speed 0 ft., swim 40 ft. 


STR DEX CON INT WIS CHA 


2 (-4) 16(+3) 11(4+0) 1(-5) 7 (-2) 2 (-4 
TIDAL BARRACUDA Oe SS 
CS 
IT LURKS IN THE SPACES BETWEEN MOMENTS. Senses darkvision 60 ft., passive Perception 8 
Languages — 
The tidal barracuda is an insanely quick creature. Wizards Challenge 1 (200 XP) 
often pay for or capture the specimens to study their Proficiency Bonus +2 


relationship to time. 


Blood Frenzy. The barracuda has advantage on melee 
attack rolls against any creature that doesn't have all 
its hit points. 


Blurred Movement. Attack rolls against the barracuda 
have disadvantage unless it is incapacitated or its 
speed is O. 


Evasion. |f the barracuda is subjected to an effect 
that allows it to make a Dexterity saving throw to 
take only half damage, it instead takes no damage if 
it succeeds on the saving throw and only half 
damage if it fails, provided it isn't incapacitated. 


Water Breathing. The barracuda can breathe only 
underwater. 


Actions 


. 2 Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 13 (4d4 + 3) piercing damage. 
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‘TIGORILLA 


¥e> Antonio J. Manzanedo 


@ajmanzanedo 


FROM A CERTAIN PERSPECTIVE, IT’S AN INSPIRING STORY OF OVERCOMING OBSTACLES. 


A mutated cross between a tiger and gorilla, the tigorilla has all of both predators’ strengths, and none of their weaknesses. 


‘TIGORILLA 


Large Monstrosity, Unaligned 


= 
Armor Class 12 

Hit Points 52 (8d10 + 8) 
Speed 40 ft., climb 40 ft. 
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STR DEX CON INT WIS CHA 
17 (+3) 15 (42) 14(42) 6(-2) 12 (+1) 8(-1) 


as = _ - 
Skills Athletics +5, Perception +3, Stealth +6 
Senses darkvision 60 ft., passive Perception 13 
Languages — 

Challenge 2 (450 XP) 

Proficiency Bonus +2 


=e 


Cerise a a 


Keen Smell. The tigorilla has advantage on Wisdom 
(Perception) checks that rely on smell. 


Pounce. |f the tigorilla moves at least 20 feet straight 
toward a creature and then hits it with a claw attack on 
the same turn, that target must succeed on a DC 13 
Strength saving throw or be knocked prone. If the 
target is prone, the tigorilla can make one bite attack 
against it as a bonus action. 


Actions 

Multiattack. The tigorilla makes two claw attacks. 
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 8 (1d10 + 3) piercing damage. 


Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 7 (1d8 + 3) slashing damage. 


Rock. Ranged Weapon Attack: +5 to hit, range 25/50 
ft., one target. Hit: 7 (1d8 + 3) bludgeoning damage. 


Ne Svetlin Velinov 
@velinov 


TITANOTH REX 


The Titanoth Rex are the mightiest creatures known to Ikoria, outweighing even the enormous Yidaro. However, unlike the Apex 
Monsters, they are neither intelligent nor cunning; they follow their base instincts to feed and fight for territory. Even so, they are 
among the most feared predators. 


TITANOTH REX 


Gargantuan Monstrosity (Dinosaur), unaligned 


Armor Class 25 (natural armor) 
Hit Points 499 (27d20 + 216) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 
26 (+8) 11 (+0) 26 (+8) 3 (-4) 11 (+0) 11 (+0) 


Saving Throws Int +4, Wis +8, Cha +8 

Damage Immunities poison; bludgeoning, piercing, and 
slashing from nonmagical attacks 

Condition Immunities charmed, frightened, paralyzed, 
poisoned 

Senses blindsight 120 ft., passive Perception 10 

Languages — 

Challenge 25 (75,000 XP) 

Proficiency Bonus +8 

Le 

Legendary Resistance (3/Day). \f the titanoth fails a 

saving throw, it can choose to succeed instead. 


Magic Resistance. The titanoth has advantage on saving 
throws against spells and other magical effects. 


Trample. The first time on a turn that the titanoth enters 
a creature's space during its move, the creature must 
succeed on a DC 18 Dexterity saving throw or be 
knocked prone. 


Siege Monster. The titanoth deals double damage to 
objects and structures. 


Actions 


Multiattack. The titanoth can use its Frightful Presence. 


It then makes five attacks: one with its bite, two with 
its claws, one with its horns, and one with its tail. It can 
use its Swallow instead of its bite. 


Bite. Melee Weapon Attack: +16 to hit, reach 10 ft., 
one target. Hit: 34 (4d12 + 8) piercing damage. If the 
target is a creature, it is grappled (escape DC 18). Until 
this grapple ends, the target is restrained, and the 
titanoth can't bite another target. 


Claw. Melee Weapon Attack: +16 to hit, reach 15 ft., 
one target. Hit: 26 (4d8 + 8) slashing damage. 


Horns. Melee Weapon Attack: +16 to hit, reach 10 ft., 
one target. Hit: 30 (4d10 + 8) piercing damage. 


Tail, Melee Weapon Attack: +16 to hit, reach 20 ft., one 
target. Hit: 22 (4d6 + 8) bludgeoning damage. If the 
target is a creature, it must succeed on aDC 18 
Strength saving throw or be knocked prone. 


Frightful Presence. Each creature of the titanoth's 
choice within 120 feet of it and aware of it must 
succeed ona DC 15 Wisdom saving throw or become 
frightened for 1 minute. A creature can repeat the 
saving throw at the end of each of its turns, with 
disadvantage if the titanoth is within line of sight, 
ending the effect on itself on a success. If a creature's 
saving throw is successful or the effect ends for it, the 
creature is immune to the titanoth's Frightful Presence 
for the next 24 hours. 


Swallow. Melee Weapon Attack: +16 to hit, reach 10 ft., 
one Large or smaller creature grappled by the Titanoth. 
Hit: 34 (4d12 + 8) piercing damage. The target is also 
swallowed, and the grapple ends. While swallowed, the 
creature is blinded and restrained, it has total cover 
against attacks and other effects outside the titanoth, 
and it takes 49 (14d6) acid damage at the start of each 
of the titanoth's turns. 

If the titanoth takes 60 damage or more on a single 
turn from a creature inside it, the titanoth must 
succeed on a DC 18 Constitution saving throw at the 
end of that turn or regurgitate all swallowed creatures, 
which fall prone in a space within 10 feet of the 
titanoth. If the titanoth dies, a swallowed creature is 
likewise regurgitated. 


Legendary Actions 


The titanoth can take 3 legendary actions, choosing 
from the options below. Only one legendary action can 
be used at a time and only at the end of another 
creature's turn. The titanoth regains spent legendary 
actions at the start of its turn. 


Attack. The titanoth makes one claw attack or tail 
attack. 


Move. The titanoth moves up to half its speed. 


Chomp (Costs 2 Actions). The titanoth makes one bite 
attack or uses its Swallow. 
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‘TRILOBITE 
Tiny Beast, Unaligned 


Armor Class 13 (natural armor) 
Hit Points 6 (2d4 + 1) 
Speed 20 ft., swim 30 ft. 


STR DEX CON INT WIS’ CHA 
Tere 152) 12 (41) PA 11 (+0), 2 (-4) 


Skills Perception +2 

Senses passive Perception 12 
Languages — 

Challenge 0 (0 or 10 XP) 


Water Breathing. The trilobite can breathe only 
underwater. While out of water, it can hold its 
breath for 1 hour. 


Actions 


Bite. Melee Weapon Attack: +0 to hit, reach 5 ft., 


one target. Hit: 1 piercing damage. 


Carapace Defense. The trilobite curls into a ball. Until 
it emerges, it gains a+4 bonus to AC and has 
advantage on Strength and Constitution saving 
throws. While in a ball, the trilobite is prone, its 
speed is O and can't increase, it has disadvantage on 
Dexterity saving throws, it can't take reactions, and 
the only action it can take is a bonus action to 
emerge. 


Yer Leesha Hannigan 
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‘TRILOBITE 


On the coastlines of Raugrin and riverbanks of Ketria, crabs 
scuttle across the sand and birds wade in the shallow water. 
Trilobites are among the most common shore-dwellers, 
including predatory varieties as well as scavengers and filter- 
feeders consuming scraps they find in the sand. 
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TRILOBITE COMPANIONS 


Trilobites can be a character's companion in the 
following ways: 


Familiar. The find familiar spell can summon a 
trilobite. 

Ranger's Companion. A Beast Master ranger can 
choose a trilobite as Ranger's Companion. 
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VULPIKEET 
Tiny Monstrosity, Unaligned 


Armor Class 13 
Hit Points 2 (1d4) 
Speed 30 ft., burrow 5 ft., fly 30 ft. 


STR DEX CON INT WIS CHA 
2 (-4) 16 (+3) 11 (+0) 3 (-4) 12 (+1) 6(-2) 


Skills Perception +3, Stealth +5 

Senses darkvision 60 ft., passive Perception 13 
Languages — 

Challenge 0 (0 or 10 XP) 

Proficiency Bonus +2 


Flyby. The vulpikeet doesn't provoke opportunity 
attacks when it flies out of an enemy's reach. 


Keen Hearing. The vulpikeet has advantage on 
Wisdom (Perception) checks that rely on hearing. 


Actions 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., 


one creature. Hit: 1 piercing damage. 


VULPIKEET 


A vulpikeet is a mutated cross between a fox and a bird. It is 


similar in appearance to the skycats and patagia tigers found 
elsewhere on the plane. 
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VULPIKEET COMPANIONS 


Vulpikeets can be a character's companion in the 
following ways: 


Familiar. The find familiar spell can summon a 
vulpikeet. 

Ranger's Companion. A Beast Master ranger can 
choose a vulpikeet as Ranger's Companion. 
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WOLFBEAR 


SOMETIMES THE ELUDHA IS A SACRED HARMONY OF SOULS. 
SOMETIMES THE BONDER GRABS SOME FUR AND HOLDS ON 
TIGHT. 


WOLFBEAR STEEDS 


A paladin can summon a spirit in the form of a Pe 
wolfbear using the find greater steed spell, which 
appears in Xanathar's Guide to Everything. 


WOLFBEAR 


Large Monstrosity, Unaligned 


Armor Class 11 (natural armor) 
Hit Points 34 (4d10+ 12) 
Speed 40 ft., climb 30 ft. 


STR DEX CON INT WIS CHA 
19 (44) 10(40) 16 (+3) 2(-4) 13 (41) 7 (-2) 


SSS a ee 
Skills Perception +3 
Senses passive Perception 13 
uages — 
Challenge 1 (200 XP) 
Proficiency aces +2 
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Keen Hearing and Smell. The wolfbear has advantage on 
Wisdom (Perception) checks that rely on hearing or 
smell. 


Pack Tactics. The wolfbear has advantage on an attack 
roll against a creature if at least one of the wolfbear's 
allies is within 5 feet of the creature and the ally isn't 
incapacitated. 


Actions 


Multiattack The wolfbear makes two attacks: one with 
its Bite and one with its Claws. 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 8 (1d8 + 4) piercing damage. If the target is 
a creature, it must succeed on a DC 13 Strength saving 
throw or be knocked prone. 


Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 11 (2d6 + 4) slashing damage. 


Huge thank you to all of my supporters and my 
personal play group, and to James Wyatt for his 


work on the original Plane Shift supplements. 


This supplement is 100% free fan content 
permitted under the Fan Content Policy. Not 
approved/endorsed by Wizards. Portions of the 
materials used are property of Wizards of the 
Coast. OWizards of the Coast LLC. 


If you'd like to help support more Macic: THE 
GaTHERING planes homebrewed into D&D, 


consider supporting me on Patreon, or buying 


mea coffee. 


For use with the fifth edition Player's Handbook, 


Monster Manual, and Dungeon Master's Guide 
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If you would like to support the GM Binder developers, 
WWW.GMBINDER.COM consider joining our community. 


